FEBRUARI 1998 
No.1 | LÁ f | 
THE MBMTuLY 
SPEGTRU 


£ SOFTWARES 
REVIEW "R 


THE BIGGEST 
SPECTRUM 
“ SOFTWARE 
MAGAZINE... 
- OVER 400 
aGAMES 
ria dada», 


a a SS 
“JXOP 20 PHONE-IN 
THE CRASH HOTLINE 


JOYSTICKS 
BOON OR A PAIN? 
& WHICH ONE TO BUY? 


= a 
— WRATH OF MAGRA! 


SHOOT EM UP! 
Invaders /Galaxians - we 
compare some versions 

| j 





Choosing which game to buy from the mountain available is a difficult job, 
especially when everyone claims to produce the best on the market. But how can 
you tell the best from the rest ?. To help you decide, read on.... 


What the 
real critics say. ... 


Very rarely have 
software titles produced 
such universal acclaim 
as "Halls of the Things 

and The Dungeon 
Master. Now, with three 
brand new programs, 
Crystal continues to set 
the standard of software 
excellençe. The 
difference is obvious - 
the choice is yours: 


P n ! ; | E ay pa ] 3 , 

Let your Spectrum be your quide in a totally new 

| dimension in adventures in the true spirit of 
| traditional role plaving games where YOU design 


the scenario 
“| have been à Dungeons and Dragons fan for 


The Best or The Rest. 


HALLS OF THE THINGS 


á stunning multi-level maze “arcade - adventure 


A 


“Excellent and dangerously addictve - Couid 
change the spectrum games scene 
overnight”. «inciair Lise 


several years... The package provides excellent 
entertainment for al fans of the cults and should 
provea 900d introductón to the game”. 
«ginciair User. 
“Highly recommended for its versalty, ortginality 
and quality. Definately well worth obtaining 
«EA Computino. 


“"Snectacular - Ône Of the best games |'ve seen 
fimely talanced between Ssimplicity ano 
addictiveness - superb graphics and colour 
CANT RECOMMEND IT HIGHLY ENOUGH 
Popular Computing Weskl 
ZX Spectrum 48K E7.50 
Written by Neil Mottershead, Simon Brattel ano 


ZX Spectrum 48K £7.50 
Written by Graham Stafford. |] 


Marti mn Horsiav 


The ultimate test of logic and deducton! Can you 

solve the hidden mysteries of the South Pacific 

Istand on which you have been stranded - and 

escape alive! À brilliant classic style adventure 
| game to facinate and frustrate you for months 


ZX Spectrum 48K ET.50 
Written by Martin H. Smith. 
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INVASION OF THE 
BODY SNATCHAS! 
| dt lasilta version as fast and furious and as 
| frustratinaly addictive as the arcade original 
Landers, Mutants, Bombers, Pods, Swarmers and 


much much more combine to produce the 
uilimaie space game! 


ZX Spectrum 48K 28.50 


| Written by Simon Brattel'and Neil Mottershead, 
[== E e E — 


ROMMEL'S REVENGE || 
à briliant interpretation of the most visuaily | 
stunning arcade game of all time Supers high 
resolution 3D graphica-with full perspective plus | 

a host of new and exciing lealures make 
Bommel's Revenge the most spectacular game 

ever produced for your Spectrum | 


Ô : || 
ZX Spectrum 48K 650 


Written by Martin Horsley 


Plagso gond SAE tor our latest catalogue and 
details Of our forthcoming software 

Catalogue FREE with every order, PRP included. 
Please add 20:50 per item for oversess orders 


DEALERS! For details of our excellent 
dealer discounts (including expor) 


Please Supply: ring Chris Clarke on 0851-205 6603 


Invasion of the Body Snatchas DU 
Rômmels Revenge [1 Thelsland [. 
Plesse mate cheques/PO's pavabie to: Halls of the Things Cl The Dungeon Master E 
CRYSTÁAI 


COMPUTING is Catalogue (please enclose SAE Bin. x 9in) [ 
2 ASHTON WAY | erciose cheque/PO for...... css 
EAST HERRINGTON Ep 
SUNDERL AND SRS aRxX : NAMBÉO ossos reice cine 
ADOREI RRR o... 
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PROGRAMMERS! Written Any 
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—  Takeagiant step closer to reality with 
| New Generation Software. The 3D 
| Graphics of New Generation programs 
bring thescreen alive and makes other 
— games look as flat as snakes and ladders. 
Spectrum owners will ând that secing 
— isbelieving when they open the door on 
 *THE CORRIDORS OF GENON, the latest 
— creation from New Generation. You will 
—  besaving the Universe from the evil that 


now controls all things. But beware — the 
sound of footsteps approaching could be 


h “ Bogul! 


—  Corridors of Genon for 48K Spectrum 

o Hisasuperb program, and a well 

“  conceived plot. Brilliant" Value for 
money 100% ' Home Computing Weekly 
—  Knotin 3 for 48K Spex 
“3D Tunnel for 16K/48K Spectrum 

A masterpiece of programming C&V G 
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Hurtle into a void leaving a trail for 
your unseen pursuers in “KNOT IN 3D. 
Weave your way through up to five trails 


but be careful, you could get knotted! Or 


travel through the depths of a moving 


tunnel full of bats, rats, spiders and toads in 


'3D TUNNEL, with a special surprise in the 
48K version. 

Stamina is the vital ingredient of 
“EscAPE', as you'll be venturing into the 
maze pursued by walking and flying 
dinosaurs. 

ZX81 owners must be prepared for the 
Escape for L6K Spectrum 
One of the best and most original games 
we bave seen for the Spectrum Sinclair User 
ID Monster Maze for 16K ZX81 
“Brilliant, Briltiant, Brilliant... 

Popular Computing Weekly 
ID Defender for 16K ZX81 
“Another 3D Winner Sinclair User 


di d.95 


44.95 


&4.95 


É Car 


shock of coming face to face with the 
T. Rex that leaps out from '3D MONSTER 
MAZE'.'3D DEFENDER" takes you out of this 
world and plunges you into space in a fast 
moving game to defend your home planet 
against alien spacecraft in a blitz of 
explosions, plasma blasts and photon 
beams, 

All these exciting 3D games have been 
designed by Malcolm Evans, the 3D 
expert. They'Il have you leaping out of 
your seat because you don't just play New 
Generation games, you live them. 

IVA Products available from 
W H Smith, Boots, 


Menzies, 5 r 
Group, HMY, and 
all leading department 
& computer stores 


FREEPOST Bath BAZ 4 TD Tel 0225-3 16924 
Mail onder by renam 
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Super New * 
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WARNING! AM programs are sou ECordAna to 


SOFTEK INTERNATIONAL LTD. MASTERS 0, THE CANSA DO emanada 
12/13 HENRIETTA STREET, LONDON WC2 | pe. | 
TELEPHONE : 01-240 1422 - ir e Tola chegue O. encloses £ 


- ut . : aa Al AXIANE rh papablo jo SOFTER 
Mary of our titles for the Spectrum, Dragon and Oric are avanabie E a SipenveTEoas | Es PLEASE SEND! ME à CATA 
à , UR at ana CMEACUCE Sir SE SEND ME À CATAL GUE 
at selected branches of the following: Boots, W.H Smith, Menzies, NONO prosas PLEASE SEND ME DETAILS DF 'SOPSNE OUR 
E Ma, AME amu Y AGULAMMEO UTILÍTIES FOR THE 


TES DE a A . k E = : ie ER E slave — PIE 
Laskv's, Spectrum Group, Lightning Dealers, Dixons, Tandy Dealers | E as oras SPECTRUM 


& Selfridges as well as through our nationwide dealer network, | DSTRON MEBAPEDE | MSM 


i : k á a BREEADS 5 E Es, DEAN 32: NAME 
Alternatively fill out this coupon and we'll rush you your Sottek Roso [tm INHELL DEM quo ra o 
game by return of post! AEPULSAR [Tó os e apenE  ina06 MORESS 
ERG we | SPECTRUM UTILINES:  UONSTERS | 8085 
AU Softek sottware comes with a perpetual quarantee, Should it ever fail Riad Ra figo 
| à FED 4 SN ao DEMPRER CM pansósnimemo SOFTEK INTERNATIONAL LTD. 
to Load return it for a replacement. lf the tape shows signs Of physical arma ds (erhodl ONDOM HC3 


% damãaos then please enclose £ 1,50 to cover costs 
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| Ifyou would like 10 contribute 
or ideas for projects lo the 
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dera: to return them 
unless accompanied by a 
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MICRO GAMES ACTION 











BRER RABBIT & THE KILLER APE OF 
LEIGESTERSHIRE 


| “Prótlle onsolthoyses Rabbit and. Etaby, 


[BEWARE THE WRATH OE MAGRA! 


| Altera long silence, CARNELL come rampaging 
| back with fhe mammoth follow up to Black 
| Crystaland volcanic Dungeon 


PLAY IT AGAIN, SAM 
| FRANCO FREY takes a look at joystick 
|| contróllers — which guits vou? 
| THE INVASION HAS BEGUN 
|| TaB3 was an amazingly rich year for Spectrum 
| software. LLOYD MANGRAM takes a look back. 


| EDITORIAL 


| Welcome to CRASHI 




















REVIEWS IN THIS ISSUE 
include games Iresh from the programmers ví 
Ultimato. Silreesofl Quicksilva. Virgin. Thorn EMI, 
Brtannia, Automata: Workiorie, Lotus Soltand 
many, many others, 


ADVERTISERS INDEX 














Abacus Crystal Computing 2 Now Genaration K 
Abersoil 53 Penguin Bogki T 
Arcade Soitware 106  DJL Soltware da  Perfecilon Soliware 7 
Blaby Compuler Games tt Dorie Sottware 58  Prócom tia 
Britanna Sofiwara SE — Gâmes Machine ir SEVERA ga 
Bytewell 58 Gem Sollwaro 47  Silversofl Hz 
ournor dis Computing 24 Incentivo Soliwaro 89  Soltek 4 
Camel Sa, 80/81 Lotus Sofi 94 Thorn EMI 32/33 
Casos Compuler Simulationo T8  Múrtech'Durrell ds Uilimate 2h 
CDS Micro Systoms &  Micromantia do Watson Software Ea 
Crash Micro Games Acton E! Wessex Soll 53 
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new .... 
Spectrum 
Education 


new ... 
Spectrur 
Arcade 
NF action 


ONLY £5-95 each at W.H.Smiths, "Boots, 
John Menzies and other leading 
Computer Stores, or... 


+ Selected tiles only EM 


Available direct from CDS Micro Systems | agi a 
and Cheque or PO, To CDS 10,Westfield Close, Tickhill, Doncaster DN 9LA. Tel:(0302) 744129. 








PUFFIN BRING YOU 4 BOOK &. SOFTWARE PACKAGES 
THAT ARE OUT OF THIS WORLD! 


Great ideas have never been alien to Puffin. And these stunning fantasy book and software 


re dan Her | THE VET rente CF 
Mi fpdriiaio 


! BESIEGED!. 


d | - age ão 2 4 
THE KORTH TRILOGY—EA 95 EACH 


Dare you take on the awesome might of the Korth Empire? 
Your swashbuckling skills will need to be at their sharpest 
in this intergolactic fighting fantasy! 
Eoch adventure pack contains: 
* on illustrated science fiction adventure story plus... 
Ro cassette with three specially created programs 
for your Spectrum (16K and 48K). 


THE PUFFIN PERSONAL COMPUTER COLLECTION 





packs are no exception! A truly exciting and 
original combination ot story and computer 
programs from sci-fi to sorcery.. 


THE WARLOCK OF FIRETOP 
MOUNTAIN 
Book and software pack —£6,95 
Software tape only — 5.50 
A maze of hideous complexity 
rnddled with nasty surprises ond 
fiendish traps lies between you 
and the Worlock's treasure and 
only the very skilled will survive! 
Warlock pack contains: 
* Warlock of Firetop Mountain story back plus... 
* Cossette with specially created programs for 
vour Spectrum ( 48K.) 






Producer: Micromega 
Memory required: 16K 
Hecommended retail 
price: £6.95 

Author: 

aids Estcourt 
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The Fonts! Bugaboo (the Flea) 
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COMMENTS 


Keyboard positions: very 
go0d0, 1 for left, zero for right, 
8/9 brake acclerate, and any 
bottom row key for fire 
Joystick option: Kempston 
Keyboard play: very 
responsive 

Use of colour: good 
Graphics: superb 

sound: very good 

Skill levels: each sector gets 
harder 
Lives: 3 General rating: 


excellent 
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To 


| editor of CRASH I've been 


IWALLOP | 


tt's difficultto know what to 
| Say inthe first editorial of a 
new magazine. Apart from 
the usual formalities like, 
'Hil' and, Hope you enjoy it, 


there aretonsofother 
things to say, but VI] keep it 
| falrly short! 


Perhaps the first item is 
the magazine's name. As 


| surprised by how few people 

| inthe software industry 
have pointed out that ltis a 
strange name, or thatin 

| computer terminology a 
crash is nota particularly 
Good Thing. In fact nota 
single person has said it yet, 
so perhaps | should keep 
quiet, but the name arrived, 
like most titles, in a flash and 
simply seemed right. | like to 
think it symbolises more the 
power and strength of the 

| computer game than 
anything else. As a 
magazine title CRASH is 
short, sharp and to the 
point, and anyway ilLmakes 
it the only computer 
magazine without the word 
computer stuck somewhere 

| init, and that must be worth 

| Some points! 


REVIEWERS AND 
REVIEWING 
Itisalways important to 
realise that raviaws are only 

| personal preferences, lan 

| Sinclair of IJK told a 

| reporter from Home 
Computing Weekly last 
summer. His statement 
reflects the fears most 

| iene houses fee ; 

regarding games reviews. 

| “ne spokesman for 
another very well known 
software house told me aí 

| the PCW show recently that 
he had 'heaved' when he 






| | Adimiral Graf Fra Temptation 103  Cybertanko Star Dreams 104. Groucho Automaia 41 Odyssey 1 Parhucton 
Art Attack +! SpesTomo 16 Desthchago Micromega 8 Hawks Lolus Soft 91 Oh Mummy Gem 
Silversolt 78 Doom Bugs Worklorce 82 Munter-Killer Protek 6 Oracios Cave Dorie 
Alho Uitimate 28  Exterminator Silversoft 05 Invasion o! the Body Snaichas! garage Biaby 
Barmeidrop Games Machine 15 Fire Flash Abacus Ba Crystal aQ Soltwaro Projucts 
| Bediam Lothioren 102 Firehawka Póstorh 13 Lord Harry Lotus Soh 81 Quetzatcoatl Virgin 
| Runner Thom EMI 31 Forest Phipps Assoc, 27 Luna Crabo Minromega 43- Rider Virgin 
| Bonkera Procom 102 Guiacito Warrior Abacus 7a Lunar détman Ultimate 58 River Rescue gd EMI 
Brain Damago Silversot! t4 & fera CCS 73 pd DK Tronits 45 Road Raçed Thom EMI 
| aboo Quroksilva 16 Gold Bush Thom EMI 3 po bepesniiio Simercroit 14 Speciron Vifgin 
| Byie COS. . 75 Gotchal Biaby 13 Mori Mogts lho Bikers — Spectrum Bowis Lotus Solt 
|| Corridors oi Genon Grand Priu Driver Britania, 74 Autombla da sara Incentivo 
|| Now Generation 26 


| saw the details sent him by 


" Wtranspired thathe 


| available, and our intention 


“artwork in the magazine was 


'* enough to be able to review 


| feel strongly about, Firstly: 


| cover approach, | fail to see 





Gridrunnes Quickailva 104 





CRASH and went on to 
explain that his company's 
games have 'honesi covers. 


disapproved of lg to con 
people with exciting artwork 
that hasdittle to do with the 
quality of graphics 

contained in the programs 


of having plenty of exciting 


basically dishonest. But 
what seemed uppermost in 
his mind was the fear that 
raviewers didn't understand 
his games or play them well 


them fairly. He told me he 
wouldn't be releasing review. 
copies of new games until 
he could write the reviews 
himself. 

These two opinions are 
nothing new, of course. The 
battle between reviewer and 
reviewed has been going on 
since the beginning of time. 
But they do underline two 
points which we at CRASH 


nardiy anyone except a real 
first-timer on the Spectrum 
expects the game to look 
exactly like the arton the 
inlay. Whilst | have nothing 
at all against the 'honest 


why covers should not be as 
exciting as possible. We're 
all used to LP and book 
covers being zappy and 
interesting. Why shouldnt 
computer games cassettes 
look as good? Probably one 
fair argument against would 
be that books and LPs can 
be readin the shop or heard 
on the radio, so you have a 
pretty good idea of whatitis 
vou're buying; whereas 
shop assistants aren't going 





to waste their time loading 
several cassettes for you to 
see, So you are very reliant 
on the description oí the 


| game and the artwork. 


Which brings usto the 
second point; Reviews are 
all the more vital for the 
games software buyer 


"because oÍ the above. 


Are reviewers unfair? Are 


| they bjased and 


incompetent? Would it be 
better tor the programmers 
to write their own reviews? 
Well the latter is obviously 
noton. Artists are awful 
liars, and never so bad as 


| when talking about their 


own work. Whatever the 
software houses may feel 
and say about reviews, they 
want them as muchas the 
public want them. There is 


| anobvious conflict — the 
| player wants to be told 


whether the game's worth 
buying and the producer 
wants the player to be told 


thatit is worth buying. 


Happily the conflictisnt 
always irreconcilable! 

What this underlines is 
that from either side 
responsibility is placed on 
the reviegwerto be honest, 
but he or she is only human, 
so the resulting review is 
bound to be a personal 
preference — how canitbe 
otherwise? In fact that is the 
reviawer's strength — he is 
likely to say whathe thinks 
no matter how much 


| pressure he's under from the | 


advertiser. Pleasing the 
software producer isnota 
reviewer's task. Besides, if 
vou listen to software 
people they ll all tell you that 
such-and-such a game got 
terrible and unfair reviews 
vetitsold fantastically, thus 


Mira Mopp Crsapuiasoio t9  Subchase Gem 








knew; reviewers don't know 
what they're talking about. 
At CRASH we have trigd 
to bear all this in mind. Our 
responsibility seems 
heightened because our 
major concern |s reviewing 
games, Thatis whyall the 


| major revigws end criticisms 


are undertaken by at least 
three reviewers. In this way 
we hope a fair balance will 
be maintained, that the 
resulting review will even 
out personal preferences, 


| And the reviews are done by | 
| games players, not 
professional reviewers in the | 


usual sense. So ifwe say a 
game isn'tliked, itisn't just 
because the raviewer was 


| tired and bad-tempered 
because the cat just peed on | 


the carpet or lhe wife walked | 
out last night. Andifa game 
is liked, Itisn't because the: 
manufacturer told us it was 


9004, 


Anyway, in the long run 
the readers of CRASH — yes | 
that's you — willbe the final 
critic. You can write and tell 
us what you think, or you 
can use the CRASH 


deserve, and ifyou're really 
keen, you can always have à 
go at the Reviewers 
sompetition in this issue, 
ROGER KEAN 





ZXMAS MICROFAIR 


The 3 and 4 December saw 
London's Ally Pally packed with 
| eager crowds for the ninth ZX 


IZ q ra Space Postar 28 | 
kr! air Game Microsphere Era 

ER gica Ocean 261] 
23 Traxx Quicksiva 301 

82 Tutankhamun Micromania 35 
101 Valhalia Legend 41 

42 N e Village Feia aa 


do Voltane Planet Thoen E dá 
30 Warlock of Firetop radio 
18 Penguin 


2| 
12 Wild West Hero Timescape sa 


Eq Zarxan Siarrone 


à Mewstiegld Publication E) 


HOTLINE and vote on those | 
“qames that don't seem to get | 
the chart placings they 


+ a == 
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Microfair with 130 com panias 
taking part. Notabla absentees 
were Imagine, Bug-Byte and 
“Virgin, but among the bigoles 
Quicksilva, DK Tronies, Artic, 
Mikrogen, Carnell, CCs, CDS 
and Silversolt all had stands. 
Vortex created great interest 
with Android 2, shown for tha 
firsttime, as did Fantasy with 
their follow-up to The Pyramid. 
“Pole Position fans were treated 
to Speed Dus! from DK Tronies, 
“Grand Prix Driver. from 
Britannia, Road Racer from 
Thorn EMI and tantalised by the 
nor-existent Chequerea Flag 
from Psion. But the most 
Popular draw was Micromega's 
Deathchaso. 
Lots of Manie Miner fans were 
Linsearch of the follow up et 
Set Willy from Soltware 
Projects, andas ma ny wanted a 
glimpse o! Imagine's Stonkers 
whith hadn't been released in 
time. Mikrogen and Artic had a 
| Sramatio presence with 
nUmerous new games, and aí 
| Gilsoft's stand The Quill had 
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Crash Micro stand newcomers 
Starzone Sofiware showed their 
| Laxxan, the much awaited 














spectrum version of the famo us 
arcade original, 

Due to the lack of space it's 
impossible to cover ever a 
fraction ot the software on show 
at the ZX Microfair but you'll ba 
able to catch upwith tin thenext 
issue of CRASH. The tenth ZX 
Microfair is atthe same venue on 
lhe 4 February. 






many adherents: a new product 
written with The Quill made its 
first appearance — Dennis 
Through The Drinking Glasses 
| by Applications, astory about 
the Prime Minster's husband. 
Difficult and attractive 
| Wheelio was visible nextto The 








































There has been much editorial argument over this first Este on how the 
new games should be rated — and indeed, even if they should be One 
argument is thai giving games a rating is too inaccurate. We ve all 
become used tó com putêr mãgs doing something like it, buta rating is of 
lttte use if itisn't clear on wh at it is based. Some giva à Score oul of five, 
some out Of aight. others pul pi Iwenty. And we've all seen the bag 
reviaws that É lo five stars and the oba review that gives two! 

However, due to prassute from many quarters wa have given Way on 
he ratings issue and decided to use it. in CRASH you will find two 
Sections at the end of each revigw which can be Cross-feforanced to the 

- The first is neaded COMMENTS and gives factual 
information regarding the program and a very gensral rating based or 
the lhrea individual Feviewers opinions. 

Then come seven ratings. Ali the figuras qiven are percentages, Some 
of the headings gre used diterentiy than you may have encountered im 
other magazines Firstly lhe heading USE OF COMPUTER, Lintil now this 
has usually inditatesl the use. pf the Spectrums Capabilítias by q 
program, but we do not use il thal way. Alleralla really excallent gama 
may onky need 0K of memory — who's to say whather thai 58 g00d gr 
poor use of the computer? Some games dont need labulous graphics to 
be great games — who's Lá Say à game with simple preprs Es tam tmaking 
Hull use ol the computer? Hisnta relevant heading for the games player. 
So our USE OF COMPUTER means, how user-friendiy |s the gama have 
they provided sensible keyboard positions, are there plenty of joystick 
options? 

The other heading which difiers in meaning from the way it is used in 
Other magazines Is PLAYABILITY, which Up HI now has usually defined 

É mean by USE OF COMPUTER, Whal wa mean hy 
PLAYABILITY is lterailythat — je ita fun game to play from the word Do? 
After all, a game may be enjovabte but noi very addictive in the tomo fun. 
We think ts fair to point out the difterence, 









Train Game at Mircosphere's 
stand, and at Phipps Associates 
armchair sportsmen could go 
orianteering with The Forest. 
One of the bigger stirs was 
caused by Digital Integration 
with their superb jet fighter 
simulation game, Fighter Pilot. 
More about'that in the nexi 
issue. Abbex were showing 
their new Krakatos and Carnell 
letus glimpss Ne Screen oí The 
Wrath of Magra, due out soon, 
Automata held a noisy lucky dip 
where games wereto be had tor 
à pound apiece, and on the 














SEE US AT THE 












































“Rs TUNto read, 
and they're fun to write. Alter all, we all need achance tosia 











Use of computer 

How 00d dr bad are the control REY 

positions, is there a good ran ge 6! 

joystick options; is the program 
Quick-to respond to input? In other 

words can you use lhe Computer 

| Sastly with this program? 

Graphics 

Speaks for ttself. nara  DEDPrl Tan 
Playabilily 7, LE Er | E FR | mt L 
's lhe game fun to play righttrom tha NATINGS 

startor, after a Ea ira start, Under 30%a waste of time 

does itbecome fun ta play 3d anerall r 

Getting started Std  qene Y Door, but may 


Overall 
Thesix above percentages ara 
averages Out to a final figure, 

Ali the above percenta ges are 
based or an average o! th ethreo 
individual revigwers' figuras. 








tell me about the games you like (or 
hate), complain about programs that don't do whal they're 
«let other readers know some wrinkles you've 











COUFSe VOU Can pyell at our overworked reviswers for sa King 
things with which You disagres! 

Each month Il be choosing the best letter from the 
| POstDag, and, as well as publishing it, 1 send the writer £12 

















gd Paio appeal for some 

worth of software of his or her ih 91C6 (Iltan be two cassettes bei dos dinçÃ a da set cd set ittype ot 
as long as they come within th SEi2) Ive had to grove! om How good or bad is the packaging 
bended knae to the editor for this, so you'd beiter De gratetul! | | and loading? BEM codorna aura 

Send your letters to Lloyd Mangram CRASH Forum, PO an erro Nele dao Denerally recommended | 
Box 10, Ludlow, Shropshire Sy8 1DB. | can't promise to print lvindo e du VOU want 10 playit ; sn Roi a da 
everything that comes in because space is precious (Em tola) || again? | | mpira 
but Ni do my best Vatua for money Above SDwords fall. 






Speaks for self 












PROGRAMS 
WANTED 


SEND 
NOW 


FOR en e 


AND DRAGON SOFTWARE 


BARMY BURGERS 
SPECTRUM 48K 


KILLER KONG 
SPECTRUM 48K 


a 


o 
aLARY COMPUTER CAMES 
KILLER HORNO 
Fontana fra EcroenE of nreada decor — 
Elavotora — Borg — Mano Bormais — 


Harnhurgars — andeven Manga Girl 
BH BAVC ES.5O0 





BARBAS BirMGE as 

Baps. Burger Chessa and Lómuoa — uy hem 
BE pages, ad yu fbvo lodo es par them 
dipotihos. 7 ncunda mas dean tai, Erul met 
vn a dar fEecer io Cras o ds Prep Ego anel 
Grgurs! 


BM MC ES.BO 


| CHOPPER RESCUE 
Siciperitmto Quer Erg feria qarichar Fléscdeo 


Tarde cer pi as do Piobicoçisr Pio 


acao nen mb im forme 
BH RyC CER 


EOSMIC PIRATE 
Condor poha ice Envio ira aturtaça Ei 


| GOLD DIGGER 
— SPECTRUMASK 
CONFUSION | 


SPECTRUM 48K 


GOLD DIGOER 
nar se Tan po ara prai Pira qhus 
Cook Migpuis, Gutbdeo devo irem ho 


Muro Gnashara 
BH AVC Cá Bs 





ria dd potay Contussd ame ado binng 
ddóchad from both sedes by ho mos raias 
hogar de repair ur ÁRtao À forterur td ra 

BW MAE EA. 95 


DISTRIBUTOARS 
CENTRE SOFT | LIGHTNING RECORDS 


BIRMINGHAM LONDON 
0021-520 7581 01-869 5255 


PCS SOUTH WEST 
EXETER 
0302 50434 











PROGRAMS 
WANTED 


== 


SPECTRUM 48K 





PLUGCIT 


ig BRR 


BLARY COMPUTER LAMES 
GOTCHA 
Ator oso8pirg troca sho loca! bpcã Emi is 
cer ud Lp ie Pi o rios 

DOME RAVE EU-DO 





BLABr COMPUTER CAMES 


PLUGGIT 
Poung Porca Prog mustigorbacça bo ra 
Circand Sogra in mirra ira Papo if do Trad 


Eri right arpto 


SHUTTLE 
SPECTRUM 48K 


BLABY COMPUTER GAMES 





Gtamng Dodo amdiiha Gray Gees — Fou drá 
ires boat aurvnmig Bda 4 Dodos alone ar Tr 
di reisighe fssrovrdod by los Block ar Gras 
Essa, Bco ho tear Blcudioa ado tres Eru Eira 
mr beber dy thus tried Drs dh ghurr 

ES.55 


HIGHRISE HARRY | 
Maid di BK 





Cad crer Pop O aa rr apo TA PP 
Mime o Spa ra O Er es pç id 
piscas Verds progi Ery fo piisal vos gestual 
nodes : 

SB AMC EA 


RETAIL OUTLETS 


vvH SMITHS 
CRASH MICROS 
AND ALL 
MAJOR SOFTWARE 
OUTLETS 





BLABY COMPUTER GAMES 
HOGHRISE HARAT 
Fabhuanng Harry gire amd tre Amt Bengo 
Gude Hacty pri Pirmpoe ahora Tra Coirtdora, up) 
the Lodidens. Grito Pe Lilia. bad rem the Sldos 
Ensaio Wdruach y RCipRDrra 
SEK MIC CEO 


BLABY COMPUTER GAMES ' CROSSWAYS HOUSE ' LUTTERWORTH ROAD ' BLABY ' LEICESTER* TEL: 0533 773841 
: AZ6ZS JARHHG 


TELEX: 
DEALERS PLEASE ASK ABOUT OUR VIDEO TAPE VWVHICH CONTAINS OUR FULL RANGE OF GAMES 
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“The graphics could prove 
a drawback since the game is 
now competing with games 
of a much higher graphic 
standaro, although shoot- 
em-up games all tend to be 
pretty simple graphically." 
“Odyssey 1 isa good mix- 
ture of well known arcade 
games which makes. Bx- 










Tom RE TE 





ODYSSEY | 


| Producer: Perfection 


Software 

Memory required; 16K 
Price: £5.50 

Game type: Arcade 
Author: T Williams 


Features: 100% machine 
code, on-Screen scoring, hi 
score, ireeze frame, Thisisa 
a-part arcade game. Stage 
one is a berserk variation, 
You find your man at the 
cêntre of the screen, 


Standing at the open 
| Crossing between four 


rooms, containing diamond 
shaped baffles and several 


purple robots or 'dreaded 
blind mutons' as the inlay 
“blurb describes them, 
| Despite their blindness they 
fire away into the dark at 
random, keeping you on 
| your toes. Your controls are 


asteroidal, ie rotate left and 


right, thrust and fire, The 
program allows for continu- | 


ous fire/rotation/thrust. The 
walls of the rooms are 
etectrified and must be 


| avoided arc we got the feel- 
| ing some of the diamonds 


killed us off too, Olherwise 
it's fairly easy to kill off the 
mutons, which leads you 
into stage two. 

Now you're faced with an 
Arcadia copy. Staggered 
rows of alien ships sail 
across the screen from leftto 
right and vyourshipcanmove 
across the bottom of the 
screen or thrust up to avoid 
the wedges of aliens as they 
get lower. At first it all seems 
pretty easy to hit them, but 
every ship hit turns into a 
falling missile. A clavermove 
this, since it forces you to 
move the instant after firing 
— and meaner still, the 
missiles don't vanish when 
they hit the ground, but wrap 
vertically round the screen, 
So the more ships you hitthe 
more the screen fills with 
lying weaponry. 

Stage three pits you 


against pterodactyl-like 
| Creatures with strange habits 
| — but we won't spoil your | 
| fun and tell you what 
| happens when you shoot 


One. 
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Timothy Williams prize winning 
ODYSSEY 1. First screenis a 
“Berserk type. 


Critical comments: 

Here's a collection of what 
our three reviewers had to 
say, 

“The idea of putting three 
types of arcade game intó 
one is quite good, but of 
course, it depends on 
whether you like the type of 
games chosen, and more 
importantly, whether each is 
well done. In this case | think 
it works quite well.” 

“The graphies in thisgame 


| are all quite small, ie one 


character size,” 
“Odyssey 1 packs quite a 


lot into its 16K, but that does | 
tend to restrict the quality of | 


the graphics, which are not 
very detailed," 





The Warlock 
Of Firetop 

no E 
Mountain 
Producer: Puffin Books 
Memory required: 48K 
Recommended retail 
price: £6.95 
Language: machine 
code 
Author: N Mottershead 


& S Brattel 


A number of book publishing 
houses are now moving into 


games software publishing 


none so famous perhaps as 
Penguin, who have released 
this new game under their 
Puffin name, 

An interesting aspect of 
this program is that it has 
been produced for Penguin 
by Crystal (Halls of the 

















cellent use of colour, has 
very good graphics and 
there's a brilliant use oÍ 
sound, Words fail this 
game-— brilliant.'” 


| General; 

| Now as it does not provide a 
| standard joystick option 
| anyone using a programm- 


able interface will have to 
load the game first to 
discover the keys: However 
they are: rotate left: Caps 
Shift; rotate right:Z; thrust: H 
- ENTER: Fire: Y-P: Pause: 6- 
O; and S starts the game. 


Use of computer 63% 
Graphics 60% 


| Playability 80% 


Getting started 72% 
Addictive qualities 83% 


' Value for money 75% 


Overall 72% 


Things) and adapted from 
the amazingly successful 
novel of the same name 
written by Steve Jackson 
and lan Livingstone. The 


| novels (there is a series) are 


really computer program 
flow diagrams in book form, 


' Basically D&D format, the 


book keeps facing you with 


| Options where you can, say, 


pick one of three doors to go 












through. Whichever vou 
Choose, you will be given a 
page number to turn to, 
where the story continues, 
and its quite different for 


gach door. The idea here is | 
| that the computer game 


supports the book and vou 
may buy either thetape onits 
own for £5.50 or the 
combined pack of tape and 


| novel for £6.95. Elther way 


round it represents very 
good value. 

Crystal are famous for the 
notoriously difficult Halls of 
the Things, and Dungeon 
Master. The Warlock of 
Firetop Mountain is actually 
similar to HOTT but 


somewnhal easier to play and | 


in some ways much better. 
THIS IS WHAT YOU DO 


After a two minute load, a set 
of beautifully written 
instructions fill you in on the 
Scenario and tell vou the 
control keys, You are about 


| to enter the vast and 


complex labyrinth beneath 
the gruesome crags of Fire- 
top Mountain. Created by 
the evil Warlock to guard his 
fabulous treasure, the 
labyrimth is crawling with 
vicious monsters like Ores, 


Spiders, Slime Mould and | 


others, which will prevent 
your return to the surface, All 
you have is a bow and a 
trusty sword. The idea is to 
roam the maze and collect 15 
keys, find the Warlock's 


treasure chest, and escape 


with the lot. 

There are 18 control keys, 
which may seem like a lot, 
but fortunately not all of 


them are needed at once! | 
The sereen only shows a | 
small fraction of the actual | 


mãze, switching to the next 
section as you go. Here and 
there doors are shut in your 
way. These you can open 
and close, and in fact vou 
can close many of the door- 


 sized open spaçes to keep 


the monsters at bay. The 


| Sword and your arrows can 


| Sword at lhe read and the nasties are gathering. THE WARLOCK OF 
| FIRETOP MOUNTAIN, 
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only be used in the direction 
vou are facing, which is 
important because altering 
directions does not mean 
you are facing in that way. In 
ihe normal course of events, 
its possible and as easy to 
walk backwards, but if an 
Enemy threatens, you have 
to use the cursor keys as well 


às the direction keys to be | 


sure of facing the monster. 


GENERAL 


Additionally A fires arrows, 


5 sheathes or draws the | 
sword, O and C open and | 
close doors, SPACE centres | 


your man on the screen, 1 
displays score and number 
of keys held, 2 pauses the 
game, 3 turns the sound on 
and 4 turns it off and zero 
makes your man face in the 
direction of movement. 


CRITICISM 

| This is very like Halls of the 
Things, but ifs much more 
| Playable. | actually found the 
other one too difficult and 
contusing to play. In Firetop 
voure left atone long 
enough to get used to the 
keys and moving your man 
about so you feel confident 
about attacking the mon- 
sters, some of whom have 
swords. and arrows like 
yourself. 

The graphics are better 
than HOTT's, the monsters 
are more defined and 
realistic. Everything moves 
very smooth!y and very fast. 
It needs a quick eyé and 
hand co-ordination to 
survive monster atlacks. 
Everything seems to happen 
in a blurr at first until you get 
the hang ob it, and just when 
vou have, more monsters 
come along. 

& quickly learned lesson 
is to shut doors behind your 
— | keeps some of the 
horrors away. My only 
quibble really is why did they 
have to put the upídown 
keys Ina straight line and on 
he bottom row with the 
lefyright? does make lite 
unnecessarily difticultat first 
— but it isn't a serious 
drawback. 

E think Penguin have a 
winner with this one - when's 
the next one out? 


COMMENTS 


Keyboard positions: 
complex but masterable 
Use of colour: simple but 
very effective 





Graphics: excellent and 
clear, but the man isn't fully 
animated 


Sound: average, more could 


have been made ofit, 
though the on/off facility is 
useful 

Skill levels: ong 

Lives: one but with a 
percentage of wounding 
allowed 

General rating: a very go0d, 
fast game and atits price, 


| very good value 
There are four directional | 
keys, Z/X fór left/right and | 
N/M for up/down, plus the | 
cursors which make you face | 
in the: four directions. | 


Use of computer: 60% 
Graphics: 75% 
Playability 78% 

| Gelting started: 75% | 
Addictive qualities:65% | 
Value for money: 85% | 
Overall: 13% | 


ZLAXXAN 


Producer: Starzone 
Memory required: 48K 
Recommended retail 
price: £5.50 
Language: machine 
code 
Author: N Mardon 
Probably the most talked 
about arcade game oÍf the 
year has been Zaxxon, the 
complex secramble type 
game with amazing 3D 
graphics. lts cult following 
has probably been helped 
along by its scarcity. Of 
course there are favourable 
versions available for Atari 
(very good in fact), butithas 
been a cherished dream of 
spectrum software houses 
to have a go. So it's only fair 
to say at the outset that this 
version — the first of its kind 
tor the Spectrum, is much 
simpler looking and moving 
than the arcade or Atari 
version. But its pretty good 
anyway. 

For .a start off Starzone 
havent been frightened of 
reprogducing the three 


quarter angle view in blocky | 


3D; the shadow is there, and 


so are the features of the | 


arcade original. 

Your basic ojective is to 
take vour attack 
through 


numerous- gun emplace- 
ments, fighter aircraft, laser 
force fields and walls of vary- 
ing heights, As the walls 
approach you must fire your 


guns-— the explosions give 


you the best indication of 





Fighter | 
the formidable. 
defences of the Zaxxan fort 
and destroy it. These include | 


ESCORE: CUGONCE « 
— PRE E A 





A Hrst tor tho Spectrum, Star Zone's ZAXXAN. 





out rapidly and is replen- 


ished, as in stramble games, 
by shooting up fuel dumps, 


CRITICISM 


Here we have a Zaxxon 
copy, the first for the 
Spectrum, and which takes 
the same form as the 
original, The movement is à 
little jerky and the individual 
graphics are fairly small but 
easily identifiable. Colour |s 
well used and the keyboard 
play is good, though the per- 
spective makes it difficult, 
£axxon fans should enjoy 
this one. 


Four fighter is a single 


character size so it doesn't 
do all that lovely banking on 
the turns that the original 


difficult to play well. The 
character movement is jorky 
but not to its detriment, | 
thought, you soon gel used 
to that. Perhaps it makes fine 
tuning a litile hard, But how 
nice to have a Zaxxon copy 
tor the Spectrum at last.' 
Pretty triffic on the whole, 
notas smooth as the original 





and still plenty of scope for 
improvement over the next 
few months, but | wouldn't 
miss out on this one! My one 
grouse is that they chose 
dark blue for the floor, the 
black shadow tends to get à | 
bit lost. It helps though if you 
have your contrast right up 
on the telly. 


COMMENTS 


Keyboard positions: good 
Joystick options: Kempston 
Keyboard play: responsive, 
but character movement 
makes it a little hard to judge 
accurately 

Use of colour: very good 
Graphics: nicely drawn and 
detailed, butjerky movement 


| Sound: fairly good 
does, but in most respecis | 
this is avery good copy and 


Lives: 5 


| General rating: good 


| Use of computer 80% 
Graphics 17% 
Playability 68% 
Getting started 66% 


Addictive qualities 70% 
Value for money 80% 
Overall TA 





BOTCHAL 


Producer; Blaby 
Memory required: 48K 
Recommended retail 
price: £5.50 
Language: machine 
code compiled 
Author: Garry 
Capewell 
The first thing you notice 
about Gotcha! is the attract- 
ive loading title page, a near 
exact replica of the inlay 
cover. Garry Capewell has 
written a number of success- 
ful Blaby games and this is 
another feather in his cap. 
You're Ermie, an old lag 


vour fiving height. Fuel runs | who has just broken out of 


the nick. First obstacle to 
freedom is the searching 
guards outside the jail. There 
are five ot them, their tórch 
beams sweeping the various 
jail yards. Ernie must get 
safely past them and then. 
ihrough two jail gates that | 
rise and fall very quickly. On 
this first screen you learn the 
cruel nature of Golcha! — 
timing. lts crucial. The 
second screen shows you 
just how much too. A nighit- 
mare platform screen remin- | 
iscent of Manic Miner Willy's | 
worst nightmare greets you. 
Seven levels with six green 
gates nding up and down the 
screen ata frightening pace, 
and all out of time with cach 
other. On the platforms and 
other screens are all sorts o! 
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[MISSION 


Eri 7 - 


stashed goodies such as 
swag bags, safes, Hitachi 


| Stereos, cameras and the 
like. 
| Amean programming trick 


here is that once committed 


| to Crossing the screen Ernie 


keeps on moving until he 


| reaches the other side: Get- 


ting the right moment to 
move is the skill. Once on the 
move, however, reversing his 


direction can save you from | 
instant crushing by a falling 
gate. But there's a copper 


about as well, If he nicks 
Ernie, it's back to the bottom 
of the screen. 


Er ne e rr mr rr bros r amy om um qu, LM 
d F 





| Emile In screen one, about to be 


caught in the glare of publicity. 






IMPOSSIBLE 


| Producer: Silversotft 
| Memory required: 16K 


Hecommended retail 
price; £5.95 
Language: machine 
code 


Author: Jeremy Brown 





' copper. 









ed 


a da | 


Scrgen two of GOTCHA! Ernie is in lh emiddie on the 2nd floor. Mind the 
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CRITICISM 

One drawback in this 
game might have been the 
instant start between lives, 
which made Barmy Burgers 


| Shghtly irritating, but here it 


matters less as all the start 
positions are in 'safe' areas 
and you're not against the 
clock. The graphics are 
reasonably large and If not 
fully animated then certainly 
very lively. Ernie himself is 


quite good, andithurts when | 


he gets beaten up by the 
Not a game for 
arcade beginners!' 


Mission 
Lander type game, where 
you must guide your shuttia 
craft down fróm the mother=: 
ship to the planet surface 
below and rescue stranded 
miners from the colony, and 


Impossible is a 


then return them to the 
mothership. The title des- 
cribês the game very well 
and only seasoned arcade 
players with. lightning re- 
flexes should apply for the 
pilot's job! 


Sea 





In the shortish time | bad 
to get this game reviewed | 
found it difficult to get very 
far through 
Screen and ended up bathed 


in sweal! So I've still to dis- | 


cover what les beyond. In its 
own way as difficult to play 
as Manic Miner. Frrrrus- 
trating" 

Every screen is alive and 


very busy, so it's an instant | 


appeal game, Ernie could 
well become a hero 
anyone who finds it easy to 


putup with his lifewould cer- 


tainty be one. Not in any 
Sense an easy game to play. 


There are three: landing | 
pads on the planet and you 
must touch down accurately | 
using your retro rockets to 


slow — a fast landing can kill. 
Four layers of moving aster- 
olds must be avoided on the 
way down. Having collected 
a miner the return trip iseven 
more fraught, for the sky has 
now filled up with enemy 
alien craft, The retro-rocket 
can be used as a laser to 
blast them away before the 
tricky docking manoeuvre 
with the mothership. Should 
you get through a few 
screens another hazard is 
introduced, a force field 
through which you must find 
vYOur way. 





| Keyboard play: responsive 









the second . 













| àt enjoyable to play. Once 





Very addictive for the usual 
| reasons — it looks as though 
itshould be easy so you keep 
trying. Very good.' 










COMMENTS 


Keyboard positions: 
sensible Z/X left/right, K/M 
up/down 

Joystick options: Kempston 










Use of colour: very good 
Graphics: reasonably 
smooth, compiled 

Sound: continuous, good 
Skill levels: 1 

Lives: 6 

General rating: expert | 
addicts only! 














73% 
75% 


Use of computer 
Graphics 

Playability 80% 
Getting started 73% 
Addictive qualities 85% 
Value for money 78% 
Overall 77% 













CRITICISM 


The setting up menu isex- 
cellent and all the various | 
characters making up the in- 
structtons seem to turn 
inwards and fade as the 
game starts. This is a very 
hard game to master and 
needs quick reactions. 
Addictive. 

The new Silversoft pro- 
grams seems very usor- 
friendly, with plenty of joy- 
stick options and good key- 
board control — lhe games 
are all very user-cruel, but 
thats just as it should bel 
They call this one Mission 
Impossible, and so itis; but 
its worth mastering. Nice 
graphics and very plavablo,' 

“The lander type game isn't 
new, but this is a very good 
version with its own little 
touches which hetp to make 























YOU get the hang the first few 
screens are mereiy difficult 
— then it really gets tough! 
Takes time to get good atit: 
















satoly down and only another 
hundred men to rescue — fi Iboks 
like MISSION IMPOSSIBLE. 


COMMENTS 


Keyboard positions: 
teft/right, SPACE retro/fire 
Joystick options: Kempston, 
AGF or Protek 


BARRELDROP 


Producer: Games 
Machine 

Memory required; 48K 
Hecommended retail 
price: £5.95 

Language: machine 
code 

Author: Russel Vincent 
Barreidrop takes its name 
trom what might be called 
| the chorus line of this game. 
| The two heroes are Gordon 
and Flash but theres no 
Ming in this epic! Gordon 
has blocked drainpipes, five 
of them in fact, and he's dis- 
covered a rather novel way of 





the roof with five barreis, 
rolis them down the incline 
and tries to get them to fall 
down the blocked pipes. 
How on earth this |5 sup- 
posed to clear them, good- 
ness knôws! 


towaros his hosts, 


and Soft Solid 30 Ant Attack. 


Z/X | 


claaring them. He stands on | 





Keyboard play: responsivê 
Use of colour: good 
Graphics: good 

Sound: average 
Skill levels: up to you, but 3 
speeds 

Lives: 3 

Screens: over 50 

General rating: good ana 
addictive, recommended 


Use of computer 8B0% 
Graphics 70% 
Play ability 85% 
Getting started 80% 


Addictive qualities 85% 
Value for money 80% 
Overall 80% 





However, It seems to do 


the trick. Unfortunately ifhe | 


doesn't get the barrel exactly 
down the centre of a pipe it 
gets lost, Successful roligare 


| returned to him for another 
| 90. This is where Flash 


comes in. Hes a dog who 
appears round the-corner — 
sometimes. Hhe's visible and 
Gordon misplaces a barrel 


- Flash will rescue il and rve- 


turn it up the ladeer to him, 
Successfully clearing a 
screen results in amother 
event, sometimes a riddle 
sometimes an arcade epi- 
sode like getting Gordon 
sately across a floor in which 
some of the tiles are etectri- 
fiad. If you manage this, it's 
back to the chorus line again 
and more barreis to roll, 
more drains to be clearea. 


CRITICISM 


[thought Barreldrop was 
a bit simple and boring — 
that was before a glass of 


HOP, SKIP & JUMP 


The Game Lords take a leap forthe TOP | (The Flea) 


“On the press day for September's Personal Computer World 
Show at the Barbican in London, Quicksilva who style 
themselves The Game Lords, stolea march byholdinga press 
show for their latest batch of games, aimed firmly at the 
Christmas market. We were treated to a champagnebreakfast! 
| which included eggs, bacon, sausage and croissants besides 
a glass ofchampagne or Bucks Fizz (the drink, notthegroup). 
Champagneso early in the morning in obviously designed to 
go to lhe head and leave the reviewer with a warm glow 
in Quicksilva's case and alter such 
| Charming hospitality, it's pleasing to beableto say thatamong 
the five games on olfer for the Spectrum, two are in the top | 
class, and may wellbe among the top sellersthisyear and one, 
“Games Designer is certainly a new departure in games 
software. But we predict great things for Bugaboo [The Flea) | 





amirnov, The inlay only tells | 
vou that there's à surprise in | 


store if you get five drains 
clearea. | was presented with 


ariddle which asked: Whatis 


a fourth defining measure- 


ment, an entity which never 


dies, but sees the end of all 
things? After a glass of Smir- 
nov | realised | knew the 
anser (| was right too) and 


the next lot of drains seemed | 


harder to elear (not just the 
drink!) because 


easy to mistime. it, and 


damned Flash seems to ap- 
pear less and less often. In 
fact Barreidrop is not'simple 
and has enough bits and 
pieces to prevent boredom 
from setting in at all. 











Where's the damned Re 


Tt's quite an Seios idea, 
| asortofgames compendium 
cin which nothing is exactly 


difficult, but there's so much 


ofityou ll never get through. | 
Having cleareo the first. 
screen | was asked to shoot! | 


down ten aliens with iva 


lives inca sort of glaxian 
game. 


Neat graphies 
throughout. | cleared 
anôther barreldrop sereen 
and had to walk Gordon over 
an electrited floor — he 
frigd, | died. Only one life 
seems a litila unfair. Fun 


though. 


Good graphics, plentiful 
sound. loads of action. | 





Bugaboo 


Producer: Quicksilva 


| Memory required: 48K 


Recommended retail 
price: £6.95 

Language: machine 
code 

Author: Paco & Paco 
(Indescomp) 

The first unusual thing about 


this game is that itisnt a | 


British program, Authors 
Pato & Paco are Spanish, 


and Quicksilva are hoping | 


ts quite | 


| | appeal! 


| colours used 


Screens: many 


| Addictive qualities 54% 
Value for money 68% 
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should be a winner. | must 
say that | enjoyed it, but the 
fact that there isn'ta concen- 
trated effort on one subject: 
may spoil the fun for the 
hardened arcade addiet. 
Nevertheless, good value,| 
fun, and a wide age group | 


COMMENTS 
Keyboard positions: vary | 
between sections, but gener- 
ally senstble 

Joystick options: none. 
Keyboard play: 
responsive 

Use of colour: very good, all. 


ve ery. 


Graphics: detailed, reason- 
ably smooth | 
Sound: good 


Lives: 1 
General rating: good value, 
perhaps low on addictivity 


Use of computer 65%. 
Graphics 65% | 
Play ability 70% | 
Getting started 68% 


Overall 65% 


for more games from them in 
the tuture. That shouldn't be 
any problem as far as 
popularity goes — Bugaboo 
the Flea is going to be a big 

hit. Not only is it beautitully | 
drawn and animated, but the 
colours on the screen are as | 
burningly bright as has ever 
been seen on the Spectrum, | 


THIS IS WHAT YOU DO 


Quicksilva, as usual, provida 
you with a charming and 
utterly irrelevantstory on the 
inlay, but allthe controls are 
indicated once the program 
runs. tou are a Bugaboo, à 
harmless flea of this parish, 
onhy you re a long way from 
home. The Wall Disney-like 
film intro shows Bugaboso 
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jumping here and there over 
a highly coloured alien 
terrain and for all | know, 
humming the Busy Bee' 
song to himself, when all ofa 
sudden he jumps down this 
narrow fissure in the ground, 
and down, and down, and 
|down. It's all quite 
| breathtaking. Eventually he 
| reaches the bottom of the 
gorge and the game begins 
| in earnest. 





away. This could all be very 
easy, but the line of light, 
which flashes up the 


| Strength of indicator, does 


so very fast and it's 
extremely difficult to judge 
exactly the correct moment. 
The second you release the 
jump key it freezes the 
indicator to show you how 
wrong you were ... | 
Another difficulty is the 
design of the alien gorge, 





| The mosl enchanting, frusirating and colouriul game of last year = 
BUGARDOO (THE FLEA). ' 





You must now get 
Bugaboo out of the gorge 
| and back to the surface. One 
reviewer says in his notes 
that you score points 
“according to the time ittakes 
vou to do this, but | found the 
| game much too engaging tó 
be bothered about a small 
thing like points! 

The control keys are 
simplicity itself, += hop left, O 
= hop right. At the bottom of- 
the screen is a bar indicating 
strength of hop. When you 
depress the desired 
direction key, Bugaboo 
| turns in that direction. Then 
vou release the key when the 
indicator |5 at the desired 
strength and Bugaboo leaps 
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which is a series of 


| Overhanging ledges, covered 


in mushrooms and foliage, 
Uniess the flea lands safely 
on a higher ledge, he just 
keeps falling untilhe reaches 
the floor again. A further 
hazard is a yellow flying 
dragon which has a liking for 
Hleas. At first this appalling 
monster leaves you alone, 
but after a few minutes he 
enters and gobbles you up. 
End ot life. But you can start 
again immediately, where- 
upon he reappears. each 


time sooner than the last, so | 


you've got less and less time 
to get to the top. Aborting the 
game offers the option of 


starting afresh, inwhichcase | 








the yellow meanie stays 
away for longer. 


GENERAL 

As thê plaving area is 
considerably greater than 
the screen you can scroll 
lefuright or up/down by 
using the cursor keys in 
addition to hopping left to 
right. The scrolling is very 
smooth. The design and 
animation of Bugaboo is 
absolutely excellent, and so 
is that of the background, h 
is quite easy to forget that 
you are actually watching a 
picture generated by your 
Spectrum. 


CRITICISM 


Ithink that together with Ant 
Attack, Quicksilva have 
come up with the two best 
games of 1983, and as far as 
arcade games for the 
Spectrum go, they could well 
be the best of 1984 too. 
“The keys are well 
positioned and easy to use. 


| The use of colour is very 
| 9000, and the sound is some 
of the besi 


l've heard 
recently. 

Bugaboo is a high quality 
arcade standard game, and 
it's highly addictive too. This 
game will definitely be a top 
seller! 


The colourful graphics 


are an gasy match for Manic | 


Miner. lts a delight to play 
and mind-blowingly frustrating.' 


COMMENTS 


Keyboard positions; easy to 
use 

Joystick options: none 
provided, scrolling could be 
by AGF or Protek 

Keyboard play: positive 

Use of colour: very good 
Graphics: excellent 

Sound: very good 

Skill levels: none 

Lives: one 

General rating: Very highly 
recommendead. 


90% 
95% 


Lise of computer: 
Graphics: 

Playability: 90% 
Geiting started: 95% 
Addictive qualities: 90% 
Value for money: B5% 
Overall: 
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Soft Solid 3D 


| Ant Attack 


Producer: Quicksilva 
Memory required: 48K 
Recommended retail 
price: £6.95 
Language: Machine 
code | 
Author: Sandy White 


Sandy White is a quiet Scot 
and a sculptor by trade. His 
understanding of three 
dimensional construction is 
evident in his game, Anti 
Attack. Unveiled at the 
Quicksilva press show, it 
raised admiring oohs and | 
ahs from the gathering. 
According to the press 
release, Quicksilva was SO 
impressed by the stunning 
quality of the graphics, that 


| they flew Sandy down from 


Scotland and signed a 
contract within 24 hours. A 
patent has been applied for 
to protect his 3D soft solid 
routines. 

Quite simply, Ant Attack 
contains the most breath- 
taking 3D graphics vel seen 
on the Spectrum; as one of 
our reviewers pointed ou, | 
very similar to Zaxxon 
graphics, and quite as good 
as vou can see in an arcade. 


THIS IS WHAT YOU DO 


The idea of the game is to 
enter the Walled City of 


| Antescher (which has rested 
| for à thousand years in the 


midst of the Great Desert 
inhabited only by the deadly 
ants who have made it their 


| home), and rescue your girl- 


friend, Actually, it's a non- 
sexist program which asks 
you whether you area boy or 
a girl — the cute graphics 


| distingulsh between the two 


and make the main figure a 
hero or heroine according to 


| taste, 


You can walk or run round 


| the massive city which exists 


in a space many times 
greater than the playing 
area. You can also jump up 
and down and climb the 
walls or stairs. AI this 
activity is necessary to avoid 
the giant ants which will 
within moments of 
your entering. Two weapons 


| are provided, 20 grenades 


which may be thrown vary- 
ing distances by pressing 


| keys 8-D-F or G and which 


will either stun or kill en ant 








ZX SPECTRUM SO 


À very excihpnSGE YME c game to 
test your skill, concentration and abibity 
to the full. Shoot the sound-sensitive 
Mutons, only to be followed by the Astro 
feet and missiles, which then unleash 
the prerodactyilike monsters. 

Features include: Pause Function, Bonus 
Man, and much, much more, 


For the 16K and 48K ZX SPECTRUM. 
ONLY E5.50 incl. p. & p. 





























THE FABULOUS WANDA 
ANE THE SECRET OF LIFE 


tar COMMODORE 64 
A radult fantasy 
game wedh drcade detine 


Tou are travellng Ear 
trórm bom looking for good 
eso times round the Limverso 
won you are intercepted 
by lhe evo Brotus Ol the Federation 
Brutus forces póu to qu and sesk the Secreto! Lite, 
the Uriveçãe and Everything enem orby to the 
Fabulous Nanda, a hostessam the Spaced-Dut Inri 
High on the planet COPUS. You are teleponed 
dom to Higêsula vebprethe Quetóris migo 
demeades money tor Teteport Tax, Theresa ruidos 
game ir tha Terminal wdh 3 comdits doft 
Nena pol are Dr pour rd you mist decide nove 
to procesd to Hugieswalho MMairiistresl fes firme) che: 
varigus espablafimés Lo Enter ami. 


OGLES tor BBC/B 

Desigued wnhpegpies otall ages in imind this 
prsrprrirme providas am and To egra and tratoh 
colrurs as well as Domo very enteraming. Mot ont 

























ordinatroresbats Can be developed by moving the 
cormeciediourad DOLE lo matçh a Datiorm displayed 
on the screen, interest and amusentenrareproçided 
by rod às Gordon having tó contro! your perdog 
Flash by gueding fim to collect thematcinna OGLE, 
Larg ak dad to drop at the GrrTêct! prositita 
There ara dwo levels of play 

Anais oval fortho POLE persa 

à prolesmignal level for the older person vith play 
hgstmist he dock and Hall 0 Fame 

OGLE COMPETITIONS ARE FuN! EB.95 


DEALERS PLEASE CONTACT 


THE UNIVERSE AND EVERTTHING coach the Spear. Then stay tha Condor before ds 


have-coloues to bo maiched im sequenco but co- 


DEÁLEAS AND DISTRIBUTORS REQUIRED. GAMES AND EDUCATIONAL PROCIRAMME 


doadas dass raça dei ee RE E E E dm a TESCOCENELOCrREEREROTENEEOCE ECOS NENAO. 


RREO Orr 
= Please perl EOp o copdi postatui packim 

- 

: Lenciose a cheque PO paçalie mn GAMES MACHINE LTD. lu a 
hi dr delyt my dccass Barclayeara icon ro 

|] 

a Segrature o SE RES 24 1 ra 

- 

E NAME Ds E 

E] 

E PERES = dita Si A 

m 

[1] 

= 


At last — MR DEBRAR ho family. 
Select between 5 and 20 random words 
to be displayed on the screen, Find them 
hidden in the word grid, Word cross-oft 
and full cursor movement, 

Features include: Word Edinor, Load and 
Save your own Words. Give-Up Fone 
ton, Printout Option (to take your Word 
-Sesker on long, boring journeys). Lots 
and lots of fun. 

For the 16K and 48K ZX SPECTRUM, 
onLY E4,50 incl. p.& p. 


1 CHURCH VIEW - TYLORSTOWN - FERNDALE 
RHONDDA - MID GLAMORGAN - CF43 3NE 
TEL: FERNDALE (0443) 730325 


us F 
NEW RELEASE 
AAARGHI CONDOR for Câmnddors Ed 


100% las! action maghina code. dvd the 
obstacias and hazarda to ciirmb tha mountasm (a 





carrias pour bird oft] a 
BARRELDADE! for 48X SPECTRUM 

Poor GordontHis drsnpapes sre blocked pain and 
Tanta to claar Ihiormas do drop barreisdomn 
them. Gordonrstande on the top olha roolyentrs 
Baríple A henthtogame glarta had rodlgne deram 
the cor Press SPACE to drop dt iheouóh Meco! 
accurstelyointo the cenireola drainpipe and pool 
score tre number ot pomis ip thepipe, ficha! 
star tá flash, and Gordon viligér the Barral Back for 
aniiher go. The bacrel ill belos id the drop |s 
indecurádeo, tanto a papo diready liga, bar Flash 
the dog is on hand! yo knóre yr re pino to lenae 
hebarrmeland yóu cum ses Fish poeping ui from 
the boptorn-right comer, press Dada Faster! save 
1 Qncá you clear ailG pues. you mail gera bons; 
Lbutthers sp surprsenstore pelos you ge! henest 
et quiaas o Edo EG. 95 


SUPERSNAILS or 16K or 48K SPECTRUM 
nais speciallyumpóned tram Wes Alrco are 
being Rego a De Van WVinkiahotE's dalboraory a 
qerimCenpernments: The Doctor pos turmed therm 
ivo asuparbresdolsmáaildio now leave beim a 
Cedo t au per elogiar Era ar sd LOM Cu 
Two dt the snáris, comtemaaily smióvina amet 
omtreoled by eo playées; escape tenir their pens 
mto the taboratorç Dntorunately coly one olho 
snaulg can escaçe lrom here mo fe gutsida yoria 
wothóuo resina the alarm. Foumos! qheratora drap 
Qt O pp mn ler try Do escape through tha 
aredi door petuch aull thon appear 
Fuglires “ Fast Acho IDO Machine Core 
oii evil) diria 
E5:95 “Keyboard dr doystck Control 
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“À last Arcade Act Game 
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SAVANTE( HORA ML E CRATERAS 


FTWARE 


f vou EQRCERAGHEER remo: 
games, this 15 thê game for you. 15 
sheets of festaction graphics. Thrills 
qa Be-the Commander ot Star-Striker 
ORCE FIGHTER pursuing thecenemy 
ihrowgh its defence system. 

Features include: Bonus Man, Speed 
Bonus on every sheet, Hi-Score Record- 
ad. Freeze Frame, Joystick Control, 
Smooth-Actionr Graphics and los of 
smooth, arcade action. 

For the 16K and 4BK ZX SPECTRUM. 


ONLY £5.50 incl. p: & p. 


« DEALER 
ENQUIRIES 
WELCOMED 
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fara quetammaly fia play 
NVerttern im 100" a Maceira 
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| Characters are surrounded 
by ants. The individual ele- 
| ments of the picture all 
merge in a most realístic 
manner, So much so that it's 
|| hard to tell who is who at 
tímies, and this adds to the 
difficulty of the game. 
CRITICISM 

The animation of thefigrues 
must be tha best yet seen on 
Me Spectrum. 

The most serious draw- 
back to enjoying the game is 
the handiul of control keys 
required. Four keys for the 
different view angles, four 
| Keys to throw grenades, two 
keys to rotate left and right, 
another for forward move- 
ment and another for jump- | 
ing. It makes twelve in all. 
They are quite difficul! to 
manipulate.' 

lts: an brado good 
game with plenty of action, 
but a litile difficult to contro! 
at first.' 

1 found it totallye ontusing 
at first with all those keys and 


| wonderful to look at that 
you're bound to persevere.' 
COMMENTS 

Keyboard positions: highly 
complicated to master, 
though reasonably logical in 
placing. Perhaps a 
North/South/East/West 
system might have been 
easier 

Joystick options: none 
possible 

Keyboard play: very positive 
Use of colour: varied 
opinions, but averaged out 
as good 

Graphics: excellent 

Sound: good 

Skill levels: none 

Lives; can be bitten 20 times 
General rating: very highly 
recommended 





























Use of computer: 60% 
Graphics: 100% 
Play ability 95% 
Getting started: 80% 
| Addictive qualities: 80% 
no joystick that could | Valueformoney: 95% 
possibly help, but its so | Overall: 85% 


nasty form of robot which 
leave virtually indestructible 
electronic fences behind 






* buildings, which are all made 
up ofbiocks, hundreds upon 
depending on your accuracy, | hundreds of them, but also 
and ijhe other weapon isyour | with the two humans and the 
fest. Jumping up and down | ants. If your characters 
furiously on an ant will leave disappear behind a building 
t paralysed and out of the | you can press any of four 
4 funning. Up to five ants | keys (O/P/ENTER/ SPACE) 
attack at one time, butothers | which will give you a view of 
“will appear to replace the in- | the same location from 
active Ones. You can stand | another compass point. The 









































pr nai Preço them. 

being bitten quite a bit, but | elfectis very like asceneina Producer: Virgin Your robot, spectron, 
too many bites will even- | TV studio where you can | Games assembles in the centre of 
tually result in loss of lite! look at the action from four Memory required: 48K the screen after the nasties 
differently placed cameras. | Bamem E para have been rapidly dotted in. 
GENERAL The cutting from view to view | Cr nponded retail | Itcan move and fire in eight | 
The graphics are really | occurs instantaneously and | PrICe: £5.95 - directions — move and fire 
stunning. The soft solid bit | without a flicker Language: machine being the operativa words. 
refers to the 3D effect The excellence of the 3Dis | code since it only fires when 













achieved, not only with the | also seen when your | Author Mark Kirkby moving. 

: | mem ON 
This is Virgin's best shoot à 
em up game vet. You're the GENERAL 
latest type of robot and YOU | The control keys are 
must survive in an arena sensibly placed being, Q/A 
filled with hostile enemies. for up/down and V/B for 
There are Swarmers and left'right. There is no fire 
Speeders (which home in an key, as firing is automatic in. 
you) Launchers which also the direction of movement, 
move about but randomiy, | No standard joystick option 
second the Launchers fire | has been provided. 
fstraçãs and which also 
ome in on you. And then | 
there are the Electrons, CRITICISM 
which are not small BBC | This isa no-win type game, 
type computers, buta rather | where it's obviously 
- impossible to beat the com- 
puter, Although there are 
onty nine levels, the 
increasing speed and 
electronic fence factors 
really make this into a multi- 
skill level game.' 

There's good use ol 
colour in the detailed and 
realistic graphics, and the 
SOund is excellent | got as 
far as being able to count 216 
enemias on thescreenatone 
time, so getting a bonus 





Playing television studios with 3D ANT ATTACK — ihrée views of tho same 
| scene. 

























You go Berserk in SPECTRON. 

























score is no easy task. This is 
a well thought out game that 
| will never be beaten, Fast 
reactions needed. Brilliant.' 

| noted the little 
instruction which tells you 
the program will “salf- 


destruct" ifthe BREAK keyis | 


pressed. Are they trying to 
hide how much of the pro- 
gram is in BASIC or what? 
Anyway, | have only one 


gripe. The automatic fire is | 


all very well and allows you 
to concentrate om moving, 
but it doesn't have a very fast 
fire rate considering how 
many damned enemies there 
are, and as it only fires when 


| you're moving, you are often | 


forced to kill yourself off 
(nice border exposions 
when you lose a life). 
Otherwise this is a fast and 
furious, well put together 
game 


COMMENTS 

| Keyboard positions: 
sensible 

Joystick options: none 
provided 

| Keyboard playivery 
responsive, &-directional 
Use of colour: very quod 
Graphics: excellent 
Sound: excellent 

Skill levels: how many can 
you manage”? 

Lives: three 

General rating: a very good 
zap game 


Use of computer: 65% 
Graphics: 70% 
Playability 81% 
Geiting started: 85% 


Addictive qualities: 80% 
Value for money: 75% 
| Overall: 


76% 





Producer: Postern 

Memory required: 16K 

Recommended retail 
price: £6.95 

Language: BASIC + 

some code 

Author: D Hoskins & C 

Davies 


Firehawks is literally a Phoe-. 


nix game But practically 
speaking Jt's an | 
mutation. Four mission is to 
delend your planet from the 
deadly firehawks ol the títie. 

| They come | 
pnergy and if one lands it 
turns into a Phoenix and the 
game ends. 
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The birds all line up at the 
top of the screen and poulire 
up at them with your faser. In 
the way are Plasma Screens 
forming barriers. The birds 


Ecreens are removeo by your 
shooting, although there is 
ususally a gap or two for 
them to use, and you cant 
| get at them until you do 
| shoot some holes in the 
screen, 


CRITICISM 


The graphics are quite 
well drawn, but there is little 
amimation. It's possibleto let 
the game stand still for ages 
by not shooting at any of the 
screens. If a bird lands the 
game ends with an impress- 
ive and very large graphic of 
the firehawk turning imo a 
phoenix. It's impressive first 
time round, but as it takes 


quickly becomes an 
irrtation. e) 

The laser blastis are nice, 
but the so called plasma 
screons resembla those 
| decorative bresze blocks 


a bit old fashioned. Despite 
the large selection of speed's 
and skill levels the game re- 
| mians very average. It isn't 
exciting to play and atalmost 
E? it's overpriced.' 

The title promises excite- 
ment, but the game simply 
does not live up to it, When 
you Come down to il, very 
little happens and speeding 
very little up just makes a 
very fast very little. It's also 
very expensive for what you 
get. 


COMMENTS 

Keyboard positions: 
sensible 

Joystick option: none 
Keyboard play: poor 
responses and difficult to 
line up ship 

Use of colour; average 
Graphics: average, but good 
laser 

Sound: very g00d 

Skill levels: 15 plus 15 speeds 


A gathering ot proto-phoenixes siton thé decorative brick walis. 


See 


cannot descend until the 





quite a while to do this, it | 


used to build walls — itlooks | 


Lives: 1 

| General rating: fair 
Use of computer 50% 
Graphics 48% 
Playability 55% 


Getting started 65% 


| Addictive qualities 48% 


Value for money 40% 
Overall 21% 
AEESEEESTO NESAEZe as epa 
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Producer: Lotus Soft 
Memory required: 48K 
Recommended retail 
price; £4.50 
Language: basic 
Author: Derek Jones 


H you're fed up of zapping 
harmless aliens, escaping 
trom claustrophic car parks 
or roaring round race tracks, 
why not retire to the peace 
and quiet of an English 
bowling green? This sport 
simulation program offers 


two players the services of. 


the computer as mediator 
rather than player. 

The rules for playing are 
exactly as in the real game 
except it's the computer that 
throws the jack. For those 
who mever watch Crown 
Green Bowling on telly, à 
jack is the black ball which is 
first thrown by one player 
before the two players catch 
it up by throwing lheir 
playing bowls to getas close 


to the jack as possible. The 


cursor keys 5 and Bare used 
to move a base of screen 
pointer in the direction you 
want vour bowl to go. The 
strength of 


further than a light one. The 
computer then does the rest, 


"You may cutto a diagramatic 


Close up which shows in 
magnified form how close to 


the jack the bowl has come | 
to rest. Each player has four | 


| load with the instructions in 


| curve out and move back in 


| game and a good simulation, 


-simulattons. 


 Useofcomputer: 63% | 
8% 





throw is 
determined by the weight of 
bowl, a heavier ball going | 


Graphics: 7 

Playability 54% 
Getting started: 72% 
Addictive qualities: 45% 
Value for money 50% 
Overall: 57% 











throws, and the program. 
allows for setting the number, 
of games. 


CRITICISM 
“This was only a review copy 
|saw,so |'ve noidea what the: 
actual packaging will belike, 
but the instructions] 
presented on screen were 
brilliant. The use of colour 
couldn't have been better —| 
green! And the simple. 
graphics were okay, There | 
are some good tunes and it's 
generally à good simulation 
of the game, but it gets, 
boring after a bit. 
Nice screen after a short | 






the program. The keyboard 
positions are well laid out. 
and the graphics are 


| reasonable although limited |. 
because of the BASIC. The | 


green appears to be crown" 
(io raised at the centre) 
because the bowis tend to 


on the jack, The game is not | 
bad at all and at£d.S0 its one 
of the cheapest games on the 
market. But with excellent 
games available at aboul a 
pound more | would 
probably save my money. 
However it does make a nice 
changa trom saving the | 
universe. | 

4 would have to say that 
while this is a very good 


it tends to sufler with the 
usual inactivity of armchair | 
sports which divests the | 
game of much of its 
excitement. However | would 
recommend itto anyone who 
happens to be interested in 
these types of game. 


COMMENTS 


Keyboard positions: 
sensible, 5/8 left/right and B 
tor bowl 

Keyboard play: responsive 
Use of colour: 
straightforward 

Graphics: reasonable 
Sound: average to poor 
General rating: fair unless 
vou enjoy quiet sport 


Reviews continue on 27. 


à Newsfietd Publication 19, 





= 


E-aé - 


- 






= iniod - Er q 


is mi 











the first 
at a price Pu can ai 
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AND TAPE COMPLETE 
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O Self centrino 
O E Directional microswitches action 
O 2 independent fire buttons 
“Me sd CHRISTMAS 
5) pira 
SETS "5990 
e 
O Easy to use program enables the interface 
to work on ALL software 
O Keepsa record otal yYOUF games — so vou 
only need to tell |t about each game once! 
es DP —— e a e O [SS O e 
| ! Please send me:- 
CAMBRIDGE | Joystick, Interface and Tape st EXEDO. so. 
: Intérface and Tape st £2790.. RO ii TE 
OMPU T ING - Joystick only £790... 
For Spectrum CRA 
1º | enclose cheque/postal order tor PARA io made payable to 
+ 1 Dt ton Walk Cambridge | Cambridge Computing Limited, a 
Telephone 0228 - 212777 Mimas O RA ES 
i Minis SE d pd rir a Fani Sua 
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Play It Again, 


lf you're fed up with smashing your keyboard to 


smithereens attempting 


to save mankind from 


ravening aliens then FRANCO FREY's rundown on the 
boons and banes of joysticks could be illuminating. 


ENGAGE NEUTRON 
DRIVE ... 


By the time you've been atomised for 
the umpteenth time by mean alien 
monsters after scoring a meagre 1425 
points you may come tothe conclusion 
that the odds are stacked against you. 
Why not give up on that soggy, 
slowmotion keyboard and improve 
your chances by using a better man- 
machine interface — one of those 
handy joysticks advertised in all good 
computer mags? Just plug it in and 
away you go — or do you? 

As you stand in the shop con- 
templating the small print it willdawn 
on you that the laser and photon 
blasters may still be out of reach 
because the neutron and pulsar drive 
controls are not standardised in this 
quadrant of the universe, and in 
general the gravitational controls have 
eluded all intergalactic rulings and 
regutlations. 


As in all good adventure games you 
are left with four choices of direction, 
none of which may seem appealing at 
fiest and which will inevitably lead you 
into further brain-teasing selections. 
The problem, quite simply, is that the 
Spectrum was not designed to accept 
joysticks. To bully the joystick into 
delivering the goods you've got to use 


an interface between computer and 


joystick, So here | am talking more 
about interfaces than Joysticks. 

Ise86 aroom... inthe room isa joyless 
Spectrum ... what now? 


OPTION ONE 


This is the pluggit/zappit option and 
takes in the market leaders of joysticks 
for the Spectrum. If you insist on using 
a joystick and buy one of the following 
interfaces, then the range of games you 
can play willbe reduced. Youshould be 
abla to check on the games inlay card 
to see if il is compatible with these 





interfaces, and it is worth noting here 
that wherever AGF is mentioned, this 
includes all cursor key compatible 
interfaces such as Protek and Thumall 
as well. You will also find thatany make 
of joystick, which has a 9-pin D plug 
connector, will work with any-of the 
intertaçes mentioned in this article, 

The Kempston interface is unigue in 
that it requires special input 
commands on input port 31 in the 
program to check activity on the 
joystick. Kempston have set through 
their early market appearance a 
standard and boast therefore the 
largest amount of compatible games. 
Kempston also provide three softink 
programs which allow specific non- 
compatible games to be played with 
their joystick and these can be pur- 
chased separately. 

The AGF (Interface ll) and Protek 
interfaces are identical in function and 
opetrate parallel to the keyboards. In 
effect they replace the cursor keys for 
direction and O for firing. The Thurmall 
interface uses Q, &, 2, X as wellas the 
cursor keys, so its a bit more flexible. 
“The Fuller interface, known as The 
Amazing Fuller Box, sets again a 
different standard by requiring input 
commands on port 127. which is less 
frequently catered for, but for £29.95 it 
features extras such as a pro- 


à Newsteld Publication 21 


' f 
| 






CR PP TT 





70 aerb [+ - 
“Te a =" om 


——o da — 


a a Om 





grammable 


programmable. A 3-wa: 


sound generator chip, 
beep amplifier and volume box. 


OPTION TWO 


This section includes programmable 
joystick controllers, which allow any 
ame to be played with your joystick. 
everal types exist but conveniente of 


use varies considerabiy between them, 


so it's worth evaluating them carefully 
before making a choice. | 
The Cambridge Interface is software 
rogrammable. Selection of the 
eyboard commands to be used for the 
tdi is manipulated by a utility 
program which must be loaded before 
the actual game loading. Here is a 
guide to the lengthy procedúre 
required: first make sure that you know 
the, control keys of the game. 
Sometimes this involves' loading the 


gire ame firstto discover this essential info 


use not all software producers gc 


to the trouble of listing the keys on the 
cassette inlay. If you're untortua see 
enough to have to go through this first, 


you must clear the computer again 
before loading the utility. Thisprogram 

allows you to create a. ibrary for each 
game you own. If it's a new game, the 


program asks you which control keys 


are used. When this has been entered 
and checked, you can make a copy on 


cassette, thus saving yourself the 
tedious task of having to enter all the 
data every time you want to play the 
same game. With this updated library 
program you only enter the game's title 
and the program automatically sets up 
Pego joy tick to suit the control keys. 
two firing prajpitao that operate 


separately, useful for bombs as wellas 


lasers. Now, if you have grasped this 


intricate procedure, you may very well 
get along with the Cambridge interíace 


EY much better proposition might be 
the Stonechip programmable interface 
which, lite the Cambridge, is software 
switch is set 
on the face of the unit. When this is set 
to program pressing the appropriate 
key on the keyboard and at the same 
time activating the joystick in the 
direction required will program the 
interface. This procedure is then 
repeated for the other three directions 
and the firing action, All you have to do 
then is switch to play and the joystick 
will become fully compatible with that 
particular control key configuration. 
The advantage of this system over the 
Cambridge is that you can programthe 
interface beiore or after loading the 
game, so it doesn't matter if the control 
keys are not listed on the cassette intay. 
On the other hand, Stonechip only 
provide one firing action, butat £24.95 
the unitis a good investment. 

The Downsway programmable 
interface Operates along similar lines 
and allows for the same gasy pro- 
grammina with a small price 
advantage. 

For the third choice it's back to AGF 
and the AGF programmable Interface, 
This operates parallel to the keyboard, 
allowing you to select the keys in 
function mechanically. To do this you 
connect flying leads with small 
crocodile clips to two separate rows of 
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the memory address 
corresponding to the half rows of the 


ambridge interface allows for 





matrix busbars. On the left hand side is 
a matrix of five flying leads and five 


busbars for the data selection, corres- 


ponding to the keyboard columns. On 

the right hand side are five flying leads 

and eight busbars for the Era of 
nes, 


ke: board. Basically this allows 

selection of any keys whenever you 
Ainda and their operation via the 
joystick, but its drawback is that you 


require a look-up table, supplied with 


the interface, for programming it — só 


make sure it doesn't get lost or the 
aliens will have a field day. 


A more user-iriendiy programmable 
interface has been designed by Frel 
Ltd. This unit features a matrix board 
representing the Spectrum keyboard, 


Six flying leads with robust two-pole 


line sockets annota ted for each control 


function (up, down, left, right, fire 1 and 


fire 2) can be plugged into any of the 40 
keyboard positions. Of all the methods 
| have looked at, this one proves to be 
the simplest way of programming any 
universal joystick so far. The unit is 


said to be available ata price of below | 


£15, which also makes it the cheapest 
of any method, 


OPTION THREE 


Among the latest solutions to the 
joystick controller problem is also the 
most official — Sinclair Research's ZX 
Interface 2. It accepts games in ROM 
cartridge form and has two joystick 
ports and so convertis the low-priced 


The Protek Interface and Speciravislon 
QuickShot! jo 





tick = two fring buttons, bul om 
one Nring Ape tes sr ; 
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AGE interece ll 


Spectrum home computer into an Atari 
lookalike games machine. Theres a 
touch of the moving backwards in all 
this since | must presume a lot of the 
Spectrum's success has depended not 
“ontyon its low price butalso on the low 
cost software available. In addition to 
some Of Sinclair's own range you can 
already buy Ultimate's games Jetpac, 
Pssst, Cookie and Tranz Am in the new 
ROM cartridge form — butata cost oÍ 
£14.95 instead Of £5.50, Whether this 
system will really catch on, as Sinclair 
contfidentiy expect, remains to be-seen. 
It might have had a greater value df it 
accepted Atari cartridges — but ol 
course that would have meant an 
entirely different Spectrum. 

The keys used for the function ofthe 
“Joystick are non standard: 6, 7,8,9and 
Dfor tire, with 5,4,3,2 and 1 for fire for 
the second joystick, thus allowing two 
joysticks to ba operated simultaneous- 
ly and independentiy. K means the 
interface wont be much use for 
existing software, but a Sinclair official 
told me that it is really very simple for 
thesoltiware houses to modify their 400 
plus games to accommoadate the new 
system. | was told, 'Kémpston have set 
a standard, | suppose, and now we are 
setting one. 

It seems a pity they couldn't have 
gone along with an existing system and 
saved everyone a lot of trouble. Still, it 
would appear that the official ZX 
Interface 2 is being backed by the large 


and established companies such as 


Quicksilva and Ultimate and even by 
the new “biggles entering the 
Spectrum market such as Thorn EMI, 
who are launching ZX Interface 2 
compatible software. DK Tronics are 
obviously quibk on the draw and have 


already launched a multi-compatible 


joystick interface, which will operate 
either with theofficial 6, 7,8, 9ando 
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Sinclair's now ZX Interface 2 = 
| ROM as well as ZAP. 


keys, or with the Kempston input DS | 
commands. lt thus covers anextremely º | Cl 

wide range of soitware. OPTION FOUR 

: After wading through this you may well 
consider option four — stick to the dis- 
pago pd À keyboard and increase 
vour odds against fellow gamers, 
collecting less points as you go, but 
knowing that somewhere out there in 


INTERFACE TABLE deepest space some alien is fighting 
— OVER THE PAGE the same battle with his inadequate 


keyboard at 


FULLER MICRO BYSTEMS PNI fe: 
Tha 2X Cantro, Smúeling Strout Livarpost 2, 061 236 6109 
KEMPSTON MICRO ELEGTRONIOS , | 

ri Si Singer Way. Woburn Road ind Est, Kempetan. Beds MKd? 


DER O Es Trad Estate. Onadhr Ad 
lá BROgk [TF Ê. Ehrook Lana Alderahol, H 
“RUN 2 AXB DES 316060 | no 


SUMLOCK ELECTRON SERVICES V— 

188 Deanapito Manchester MZ SNE 061 834 4233 
THURMALL ELECTRÓNICOS 

id Ando, Cadishasd Manchester M30 586 081 TIS 


PADTEK COMPUTING Z 
tá Young Square, Rrucettold Ind Est. Livingaton. West Lothian 


SINCLAIR RESEARCH 


ftanhopo Road, Cambartey. Surrey/GUIS 35. 0276 68531 1 CAMBRIDGE COMPUTING 


mag Huiagm Street, Cambridga CBI INL 0223 322905 
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| TREKKIES AWAY! 


brought us one of the eariest 
Spectrum Star Trek versions 
and one ofthe best creepies | Im 
| Speotipede, are busily going 
where few ZXmen have gone 
before — name!ly South Africa 
and New Zealand! In these tar 
aff places, the Spectrum ts still 
im its infancy. but selling well 
Bob Brenchley 0! R&AR tells me. 
He's hoping the success of the 
| Spectrum will Resp Japanese 

| and American importsal bay, 
but to help he is ensuring 
British software for the 
computer 15 readily available to 
backup hardware sales. 

One angle 18 supporting 
sottware sales in CRASH 
magazine which Bob has 
chosen to export to South 
| Atriça. With the magazine, it is 
hoped, both dealers and 
computer owners will be able to 
ses what's happening here in 
Britain and wha! the games are 

allaboul. 
| Another Trekkster on lhe 
move i5 Derek Brewsler o! 
| Neptune Computing. His Star 
Trek-has proved very popular 
although its never been strongly 
advertised. Now an improved 
new version is available from 
Mikrogen, who are marketing it 
tor Derek. In fact this version 
| has gone through six stages — 
| the one out previously was 
number four. 

Ta vastly improved upon the 
older one, Derek told me, in 
fact the program is quite 
unrecognisable: There are more 
graphics and itworks in reaí 
time 

Graphically, the screen has 
been tidied up with allthe 
relevant status reports shown In 
elaarty defined, colQured boxes 
beside the view screen. The 
Short Range Scan |5 also more 
detailed with clear shapes for 
ihe Enterprise, Klingon ships 
and bases. But the biggest 
changes nóticeable during the 
battles. Instead of having to sit 
helplessiy while the enemy tire 
| away atypur position, you can 
now type in commands via 
inerrupt and the computer 
processes them as soon as it 
can, This obviousiy speeds up 
the thinking process required. 
| and makes itevên more a game 
two or three people can enjoy aí 
the sametime. Althetime ol 
writing, Ham unsure when this 
| version will be available, but 
Iook-out for a tullreview in the 














R& R Software, the people who . 


| been able to see anything yet. 


| justover 9K of program. There 


- are using some odd areas Of 

















next issue, 
Meanwhile Derek has also 
been doing programs for 
Micromega — I'm told Haunted 
Hedges is selling very well — 
and I've just seen the new one, 
Starelash which will be out by 
now, Again we'll be reviewing it 
more fully in the next issue, for 
now H justsay ifsa shoot em 
up which looks deceptively 
easy! And then there's Invasion 
2000 — this one so new | haven't 


Derek tells me ils a working title 
and Micromega may well alter 1! 
to something else before it 
appears. 


EE quem 


ATARIAN ad FLEET 
TAKES OFF 


in Imagine's Arcadia, the 
Atarian Batíle Fleet look 
unstoppabie, Turning their 
attention to the Spectrum and 
other computers, games giant 
Atari International are relaasing 
some of their famous games like 
Pac Man, Miss Pac Man, 
Defender, Galaxians and 
Contipede over the next few 
months. The first outis Pac Man 
for the Spectrum. The ideais to 
make the games as close to the 
arcade originals às possible. 
Paé Man will be 16K and uses 


isn'tanbunce of BASIC mit, 
not even a loader program — 
they getitto run by 
manipulating the machine 
stack. To squeeze it all in they 


memory address, lhe hi-score, 
tor instance, is in MEMBOX. 
The result is a version with all 
the original tunes and 
animation between screens, 
Miss Pac Man, following soon 
after is even more detailed and 
requires 48K, Unlike Pac Man 
which uses moving characters, 
Miss Pac Man is done with 
interrupt-based sprites and 
moving pixel graphies to give it 
a look very like you would see 
bra much bigger arcade . 
machine, Thera are all the 
original animation storigs 
between stréens too, 

The question remains as to 
how popular these games will 
be. Undoubtediy they will be of 
extremely high quality, but will 
their oficial version status 
make them big sellers? After all, 





| there are already numerous 
"versions for the Spectrum on 


the market, and at much lower 
prices than the £ 14,99 Atartare 
charging. Pavinga litileextra 
for 'artistic input, as Éric 
Salaman UK Marketing 
Manager for Atari calls it, might 
be acceptable, but almost three 
times as much ..? 








JOE THE LION 


Joe the Lion is the unlikely but 
likeable name of a new soltware 
company based in Hyde, 


| Cheshire. In fact the new outfit 
| has older connections, as ilisa 


member of the PASE Group, 
whose Pasesoft has been 
marketing Paseman since the 
carty summer, Mr Holt from Joe 
the Lion totd me that they hope 
to become market leaders in 
1984 and are notsparing any 
expense in the production of 
their games and added, 
formidably, that they are 
nothing to do with Pasesoft, but 
thatthe two companies will be 
operating independentiy of 
each other, side by side, 

The first three games are 
Challenger for the BBC, Loki for 
the 48K Oric and Bimbo for the 
16K/48K Spectrum. | haven't 
seen Bimbo yetand we be 
reviewing itin the next issuê no 
doubt, butthe description says 
that; armed only with a cartot- 
detecting radar and a handful of 
apples to distract his pursuants, 
Bimbo Rabbit must seek Oul 
and eat all the carrots in a large 
maze ol which only à small 
section is visible. The price is 
E5.45. 


e free 


MANIC MILLIONAIRE 


* Software Projects Ltd of 


Liverpool! (whose Push Of we 
review in this issue) is a new 
software house, but the 
members of the company areby 


| sequel to Manic Miner entitled 


| operative word no doubt!) 


ODYSSEY 1 WINS 


| was opan toschools and 


wore delighted by the judges 








no means new to games - 
software, Alan and Soo Maton 
left leading software house 
Bug-Byte to form Software 
Projects together with Matthew 
Smith. Matthew is undoubtedly 
best known for writing one of 
1983's best games, Manic 
Miner. Although still too young 
to legally become a shareholder 
inthe company, Matthew will be 
receiving his shares on his 
eighteenth birthday, this 
February. 

Software Projects is already 
hard at work on soma new 


| games for the New Year. 


NR, 


Matthew Smith is Ra 
writing an eagerly awaite 


Jet-Set Willy. The game, says 
Atan Maton, continues where 
Manie Miner leftotf, only now 
Willy is a millionaire from his 
sub-Surbiton mining exploits. 
The action takes place at parties | 
being thrown in Willys nem 
mansion (thrown being the 


Another full time member of 
staff is sixteen-year old Chris 
Cannon, author of Bug-Byte's 
adventure The Castle. Chris will 
be looking alter the technical 
side of things. 


THROUGH 

Matthew Uflindel, one of our 
revigwers, will be pleased tó 
know how good his judgement 
15, Having spent hours playing 
Perlection Software's Odyssey 
|, hespentihe next few hours 
raving about it. Now he's been 
backed up by the judges ofthe 
Cardifl Computech & 
Cometitlon. Perfection's young 
programmer, Timothy Williams, 
won first prize in the games 
section of the competition, 
Organised by the Folytechnic of 
Wales and the Western Mail 
newspaper, the competition 


colleges throughout Wales, 
Timothy's boss (and father) 
Brian Williams, told me they. 


deciston, and thathe was sure 
allatong that the 100% machine 
code Odyssey 1 would win, The 
first prize was presented by tha 
Secretary of State for Wales, 
Nichólas Edwards — il was a 
BBC Model B Micro. | hopethat 
does nof mean we won be 
seging any more games for the 
Spectrum from Pertechon! 
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speciality is artificial 
intelligênte, and he is planning 

that Softek's firstexcursion into 
adventures will make the Hobbit 
look outol date — at last, Keep 

5 pesled for more news 
adventure freaks! 


PIMAN & GROUCHO IN 
TV FIRST 


1 For the first time in this country, 
persônalitios from à computer 
game have appeared on 
television. Itwas alla blatant 
publicity stunt really for Mel 
Croucher and Christian Pentold 
of Automata, who, not satisfied 
with driving poor old Pimaniacs 
out of their minds, have now 
launched their TV carsers in an 
attemptto upset decent viewers 
who take a serious interest in 
the proper uses of computers. 
Playing theirtwo famous 
characters Piman and Groucho, 
Croucher and Pendfold were 
invited to take part in Central 
Television's program Magic 
Micro Mission, which was 
screened in December, 'm told 
that plans for the Piman to 
appear a guest role in 
Coronation Street have had to 
be shelved as Granada TV were 
not prepared to pay the fee 
asked. Groucho, of course, will 
work for anything. 


INTELLIGENT 
ADVENTURES 


Dr Tim Langdell of Softek tells 
me that they are in the midst of 
putting in a development 
system for prógramming games 
this year. K's costa lot of! 
| money, especially as itis being 

| Custom Built for them, but Dr 
Langde!l beliaves that games 
players will no longer put up 
with the kind of programs which 
have flooded the market 
throughout last year. He told me 
that they get many youngsters | 
approaching them with very 
| 900d ideas tor games but with 
only a rudimentary knowledge 
of writing well in machine code, 
+“ Very 800n we should be 
seeing Softek's first ever 
adventure games. Dr Lan 


BATTLE WINNER 


Ônto amore serious note; 
C.C.S. have announced the 


winner of the 1983 Cambridge 


Award, 


a programming 


| competition for the Spectrum 


and ZX81, which they run in 


conjunction with Sinclair User. 
The winner was Mark Lucas 
with BATTLE 7917, described 


asa highly original strategic 
war game written for the 


Spectrum 48K for 2 players, The 
game is based on the campaign 


ofthe First World War and 


requires players to exercise all 


the skills and tenacity of the 


Generals during that dreadful 
| conflict. We shall be reviewing 


the game in the next issue. 
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means it hardly interteres with 
the playing speed at all. 

Look out for a detailed review 
| ofMicro Speech ina future 
issue soon, when we'll be 
putting it through its verbal dO A 
paçces. nº 


SUPER DRAW WINNERS | streets wni 


Seven thousand eager visitors 
to the 9th. ZX Micró Fairat 
Alexandra Palace last August 
received sticky black fingers 
from the CRASH Micro Games 
Action brochure! |t was hot 
Inside the pavilion and some of 
the printers ink came off tha 




















































streets while align airborne craft 
sw0op and attack: If you can 
seek out the Seiddab 'Task 
Fórce Leader before your tank 
armous is destroyed by enemy 
fire, the game moves to the next 
level in a countryside setting, 
increasing levels ol difficulty 
make 30 Seiddab Attack 
| challenging and the effective 3D 































































Mark was presented with his 


| | paper. For those who took part graphics make many other 
prize of £1,000 and the inthe CRASH SUPER DRAW, games seem dull by 
Cambridge Award Trophy on and thousands did, you may be comparison. Other features are 


Saturday 3rd, December at the 
| 9th. ZX Microfair at Alexandra 
Palace. 


SWEARING JETMAN 


Have you heard Lunar Jetman 
talk yet? If you have then you 
must already own a Micro 
Speech unit from Currah 
Computers. Knowing how hard 
deiman is to play, one might 
suppose thatall he does is 
swear to himself with every new 
hole in the ground but'in fact it's 
the aliens who do all the 
muttering! 

Seventeen games are already 
available (at the time of goingto | 
press) that will talk if you have a 
Micro Speech unit including 
Atic Atac, Lunar Joiman, The 
Birds and the Bees from Bug- 
Byte, Biastermind from 
Martech, Mined-Out from 
Quicksilva and parts 1-4 of the 
Digital Fantasia Mysterious 
Adventures. | am told that 32 
software houses to date are now 


interested to know who the 
winners were, The draw took 
place, as promised, on 
September 20th. and was made 
by the Chairman of Ludiow 
Computer Club, Commander 
Locke. 

The lucky winner, who 
received £100 worth of games 
software, was Daniel Rigal of 
London E2, The tour runners up 
| were D Bediord of Langley, 
Stough, G Devonport ol 
Barkway, Herts; Paul Holloway 
of Hayes, Middx; and PJ Morse 
of Welwyn Garden City, Heris. 
The runners up each received 
E10 worth of games software, 


“-playerscoring, hi-score, radar 
scanner and a warning display 
when tank missiles number less | 
than 0, 

On show at the December ZX 
Microtair was Hewson's 
Nighiflite |, an enhanced 
version of the successful flight 
simulator Nightilite. Nightiite | 
is written entireiy in machina 
Code, so despite all the added 
features it runs on either a 16 or 
48K Spectrum. Among the 
exciting new features are a 
shifting perspective which 
shows the correct view of 
runway lighis and surrounding 
hamiets from whichever 
direction the airfield is 
apprcached. There is also a 
realistic engine sound which 
varias with engine speed 
making the simulation a close 
approximation to real flight 
experience, 
























































planning immediate releases of Efe e a 
games Which talk, 50 the Micro Ri 4 O lcd a (RE 
speech unit looks like being À o: ENE T SRS q, 
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Speech to add sound to your 
own programs and all the 
volume is pumped cut through 
vour television set for added 
impact. Some existing sound on 
program systems tend to slow 
down the game because the 
computer has to process more 
information, but Micro Speech 
is interrupt operated which 



























All this is possible because 
the author of Nighttlito | Mike 
Male, is a keen aircratt pilot and 
air traffic controller by 
profession. Consequently the 
game is based on real 
experience. 

The program includes a fltght 
debriei after every flight and 
which may be printed out 
| Complete with Mike Male's 
signature, as a permanent 
record of the flight. Other 
features include: seven modes 
mf operation, including two anti- 
pilot modes and a training 
mode, six levels of difficulty; 


















Commander Locke, Chairman oi the 
Ludiow Computer Club, 

































“30 BADDIES & 
NIGHTELYING 

Imagine you're a tank 
Commander battling to defend a 
City from attack by Seiddab 
aliens and you have some idea 



























| ofwhatits like toplay 3D vartabte flap controls; and 
Seiddab Altack, the latest realistic cockpit instruments. 
arcade game from Hewson 30 Seiddab Attack |s priced 
MmeRE TROVALE Consultants for the 16/48K £5.95 and Nightilite Il is ET.95, 
7 ado Spectrum. The Seiddab both games are available from 








(Baddies backwards!) werethe 
aliens in 3D Space Wars, and 

now you must fight them again, 
controliing your tank in the city 


all good software retailers or 
direct from Hewson 
Consultants, 











Producer: Phipps 

| Associates 

Memory required; 48K 
Recommended retail 

| price: £9.95 

Language: main in 
BASIC, movement and 
data in m/c 

| Author: Graham T Relf 


Dense fir branches suddenliy 
gave way to an easy ground 
of mature trees, 
which | could easily maintain 


a brisk pace. | checked my | 


| progress, scanning the 
woods for any telitale signs. 
res, there it was at barely 10 
| metres distance, a few white 
rocks hidden under vege- 
tation. | stood tn front of the 
ruins | had set my bearings 
on for the last 100 metres. 
Producing the map, com- 
pass and protractor | set 
course tor northwes!, main- 
taining the same altitude. 
This would lead me to the 
clearing, well clear of the 
dpen moor, then down the 
valley to lhe edge of the lake, 
after which it would be 
child's play following the 
waterfront to the large 
boulder. Then across the 
woods due east to the edge 
of the town and the finishing 
point. 

if this reads like a typical 
orientesring course then it is 
because Graham Relf has 
| made an astonishingly 

realistic simulation of the 
sport on the Spectrum. 
| There's no need to be in top 
physical shape — leave that 
to Olivia Newton John, but it 
| would be wise to know 
something about the art of 
| map reading and navigating, 
KH is here that you can learn 
something and yet fully 
enjoy the game, 

There is an enormous area 
ofgeography enclosed inthe 
game, approximately 37 
square kilometres, of which 
onty a small portion has been 
charted so far. Included on 


| this map isa 12 point course - 


ready for you to tackle in the 
shoórtest possible time, AI 
| you have to do is visit each 

control point in the right 
sequence. The proof of your 


visit will be printed on your. 


control card, which you 
carry with you, Eaçh check 


through | 




















nnrTÃs better Adventuras? 


point has a special code, so 
cheating's out. 

Each step taken is ap- 
proximately one metre, as in 
real life, with a random vari- 
ation of plus or minus 10 
degrees. This means taking 
ten steps for every millimetre 
of the supplied 200 x 210mm 
map! As your bearing drifts 
while moving, dont go run- 
ning for miles without check- 
ing it. 

The display shows you the 
terrain six metres in front of 
vou and it varies from thick 
fir- trees, to running wood 


(mature trees), moors (hard | 


going), open grass, town 


area Or even lake. Special | | 
point features such as buúild- | 


ings, boulders, rock out- 


crops, mine shafts, knolls, | 


depressions etc. will be dis- 


played as a message (with | 


code fitis a checkpoint). 
Am eve level marker in 
front tells you whether the 
ground is rising or falling, so 
you can easily follow con- 
tours on the map this way. Às 
real time is used vou can 
check on elapsed time: It can 
be taken ata very brisk pace 
as the graphics are updated 
inashort instant, and speed, 
as in real life, is dependent 
on the terrain. If you are 
ascending in thick wood, 


the cover. 








tour and terrain maps of any 
area you specify, and a 
routine is provided to detect 
any point features in a given 
sector. | 
With these many features 
vou will be able to construct 
maps similar to the cover 
map, but be warned — it's a 
major task! If all this is not 
a enough, there is a 
facility for displaying cross 
sections of the landscape 


THE FOREST, showing some of the symbols used throughout the program. 
SS o sa —. 


you will be pufting and pant- 
ing — not too strenuous from 
your armchair! 

The orientesring feature of 
the game is excellent in it- 
sell, but further to that you 
may usê the program to 
chart the vast areas which 


surround the printed map on | 
Calling up the 


menu atany time you can get 


exact co-ordinates of your | 
using dt in 


position (but 
orienteering will affect your 
final results). Provision is 
made for drawing out con- 





One of lhe facilities olfered is lhe drawing of 30 sections of the landscape, | 








and, better still, constructing 
à 3D view with these cross 


| Sections of any given area! 


The Forest certainly | 
makes a change from the 
usual arcade or even adven- 
ture games. ltaiso points the . 
way to better adventure. 
games. Based on the 
graphical display of the. 
terrain and the actual tech- 
nique of movement (in paces | 
in any direction) the games | 


| Player could be living in a fic- | 


titious and weird fantasy 
world of a 10 square kilo- 
metres or so, À vast area to 
explore. 

Given the added thrill of 
self-propelled adventure 
characters, living their own 
lives in this vast area, similar 


| tothe Hobbit characters, and 


visually better point features 
such as caves, castles, 
dungeons, forest hutsandso 
on, you could be moving in a 
total fantasy world. Now if 
somegne were to combine 
these features with a Brilliant 
plot and with cartoon-lika 
moving characters suchas in 
Valhalla. you could be in 
Adventure Land... 

FRANCO FREY 
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| Producer: Ultimate 


Memory required: 48K 


Recommended retail 
price; £5.50 
| Language: machine 


code 


Atic Atac, the eagerly 


[awaited graphic adventure 
from Ultimate has 


just 
arrived on the review desk as 
the last bits and pieces goto 
bed, so we are unable to give 


ita full review in this issue, 


well do that next month. 
However here is a briefrun 






| Producer: New 

' Generation 

Memory required: 48K 
"Recommended retail 
price: £5.95 


Language: machine 
code 


This isa rather cleverformof | 


maze game in which vou 


| hear your chaser more than 
'vouseehimorit Thehero of 


the piece is yourself, of 


course, and your adversary | 
is a madly cloning Bogul. 


You. find yourself in the 


corndors of Genon, a com- 
| Plax of concentric circles 


with the evil computer of 


Genon at its centra. Each cir- 
“cular 


cornidor has many 
deors which open or shut by 
stiding down from the roof, 
and the corridors themselves 


are linked at intervals by 
| similar sliding doors. 
The object of the game is | 


to thread your way through 
the complex, find the com- 
puter and then break asecret 


Code which will destroy it. 
| Each of the doors is given a 


three figure code which, if 


Ppunched in, will either open 


or shut the door. As you start 


some of the doors are open 
and some shut. Your adver- 
| sary, Bogul, is strong in ESP 


and can close the doors 
ahead of you and open them 


behind in an effort to catch | | 


up with you. He also clones 
himself as time goes by. 
The screen display is in 


3D, showing the corridors | 
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| Movement 












| Tic Tas, who's lhere? 








down. In Atic Atac you may 
select tó be a Knight, a 
Wizard or a Serf. Each fighits 
in his own way — the Knight 
huris axes at his numerous 
enemies, the Wizard throws 
spelis and the Sertf swords. 
is in eight 








| radiating away from you, à 
clear green floor, white ceil- | 


ing and alternating red and 
yellow corridors gives a very 
solid impression of a real 
building. New Generation 
provide a numeric overlay 
tor the keyboard which is 
used in the game for code 
breaking. Above the display 
and to either side it says 


| Next Door Code 217' or, as 


your ESP level drops, more 
likely, Next Door Code 797. 
When Bogul catches up with 
your the screen flashes and 
some of your ESP level 
fades. When it's right out, 
you've had it. 


CRITICISM 


The most imaginative 
touch in this game is the 
sOund of Bogul's footsteps 
echoing through the corri- 
dors as he chases after you. 
Alter a while of playing it 
serews the tension up 
unbearably, making vou slip 
on the keyboard and fumble 
the code numbers some- 
thing terrible! |f you happen 











directions, but the Serf is 
harder to handle because he 
doesnt stop moving when 
you release a key. 

The object is to explorethe 
castle which contains 
countiess rooms on five 
floors. Each room is seen in 


to be facing in the right 
direction you actually see 


| the horrid little black thing 


come stumping up the 
corridor to get vou, The 


graphics are quite good ahd | 


it's a simple idea for a game, 
but one which works very 
well, | haven't gotto the com- 
puter vet, but there is a prac- 
tice mode for code breaking. 

Very good and effective 
sound on this game, the foat- 
steps tracking you, doors 
opening and slamming shut. 


he practice mode for code | 


breaking is useful, although 
if you select it and then tailto 
understand how the system 
operates, you're trapped in 


| the mode for ever! | was bit 


confused even though it 
works om the Mastermind 
idea of giving you btack dots 
for right numbers and more 
black dots for numbers in the 
right seguence etc. Getting 


through the corridor doorsis | 


more coifficult in the end 
since doors ahead and to the 
sides all run in numeric 
sequences. lts okay when 


A solid 3D eftect In the CORRIDORS OF GENON. 


Look over your shoulder and what's that? You're about to be Bogulised again. 


Next Door code 


sas 


Ml Gortridor 











| Overall 


perspective from above. The 


| doors open and shut by 


themselves, there ate 
objects to pick up or drop, 
endless numbers of highly 


detailed monsters and the | 
| graphics are generally 


superb. You can withstand a 
certain number of monster 
contacts before losing a life 
(the cross marking your 
death spot remains until the 
end of the game). The way 
the thrown weapons 


ricochet off the walls is | 


lovely. There's obviously a 
lot more tothis game than we 


have time for here, so look 


out for next month's full 
scale review. But alter a 


quick preview the general | 


feeling in the office was an 
overall rating well into the 
30s for this one! 








you're being told what the 
code is, butas your ESP siips 


away you have to be preity 


good at following complex 
sequences or very good al 
Code breaking. An unusual 
game and more exciting than 
| Hought it was going to be 
when | started playing it.' 
Ifyou like 3D maze games, 
then you'll probably 
Genon — it certainly isn't in 
the normal run of such 
games. | found it rather con- 
fusing — you do haveto have 


some sort of head for. 


numbers to play it well, The 
graphics are simply 
designed and very good and 
the sound is terrific. | would 
think it 
though it didn't really grab 
me over much. 


COMMENTS 


Keyboard positions: Cursor 
keys for movement and 9 


| keys used in conjunction 


with an overlay provided. 
Joystick option: Kempston, 
AGF or Protek 

Keyboard play: reasonable 


| Use of colour: very good 


Graphics: effective 3D 
Sound: excellent 

Skill levels: 3 

Lives: depends on falling 
ESP rate 


' General rating: an unusually 


addictive game for those 
who don't mind a bit of 
figuring. 


| Useofcomputer 80% | 

| Graphics 70% 
Play ability 68% 
Getting started 68% 


Addictive qualíties 70% 
Value for money 75% 
72% 


like | 





addictive, even | 





LUNAR JETMAN-48k Zx — COOKIE -16/48KZx 
Spectrum — Spectrum 
LUNAR JETMAN torto SBK 


Sinclair ZX Spectrum 

LUNAR JETMAN eira 
CGAS. (Graphic 

Arcade Simulation) À Iventure 


LUNAR JETMAN Arcade 


those extra features you 
LH the ULTIMATE games 


| o ULTIMATE PLAY 
THE GAME - ESnnNteam 


PSSST-1948KZX 
Spectrum 


6 NR 
PI FS THE GAME 


TRANZ AM-16/48K ZX 
Spectrum 


TD E 


PLAY THE GAME 


JET PAC - 16/48KZX ATIC ATAC - 48K ZX Spectrum 
Spectrum or 8K Expanded 
VIC 20 


Th qguid be avatabie (rom MH. SMITHS, BoOoTS, 
JOHN MENZIES, LASKYS, SPECTRUM CENTRES, riarge 
department stores and a! guod-major iefp, 
Anermatvely sena me coupol + to ULTIMATE PLAY THE GAME tú 


E E - a. 1 q 
Etr ro PSB Cloaoavealal 


£5.50 each including VAT, firstelass postage and 
packing within UK. 





RESCUE 


Producer: Thorn EMI 
Memory required: 48K 


| Retail price: £6.95 


Language: machine 
code 
Author: Phil Snell 


River Rescue might be des- 


cribed an an overhead. 


scramble game. You aré 
looking down on the river 
from above and, as in a 
scramble game, your boat 
moves along, or rather the 
banks scroll backwards. 
Accelerating takes the boat 
up to the right side of the 
sereen in which position 
your reaction time has to be 
very good indeed. The 
obstacles in your path (river 
that is) are crocodiles, logs 
and small islands. These 


have to be dodged, although | 
| the boat is equipped with a 


gun. If you hit a croe it will 
cdisappear, but logs take a 
few shots and islands you 
cant damage at all. 

The object of the game is 
to rescue a stranded party of 
explorers from the jungles of 
the northern (top) bank 
where they are threatened by 
natives. There are two jatties, 


| One on each bank, opposite 


each other. Ônce vou have 
picked up an explorer, You 
must navigate the river safely 
and then deposit him on the 
south bank jetty, You can 


pick up as many as six, but | 


oniy one explorer per call, 
before letting them offon the 
south bank, for which exploit 


"you receive bonus points. 


Shooting crocodiles also 


earns bonus points, and so 


does riding the river on the 
right hand side ofthe screen. 
Every time you sink you lose 
any explorers on board. 

If you are successful, 
another hazard appears. 
Tour deadly rivals are trying 
to stop you and their planes 
will fly over, dropping mines 
in the water which must be 
shot away. 
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CRITICISM 


'An engaging and addict- 
ive game. The response to 
the keys is so positive thatit's 


| Sasy to run into a bank, Stop- 
ping ata jetty isa skilled task | 


as well, Go too fast or 
misjudge by a milimeter and 
both boat and jetty go up! 
The animation of the croco- 
diles is simply and effectively 


| done — they are the most 


realistic crocs I've yet seen, 
Very good.' 

Basically a simple idea 
and, as is usually the case, an 
addictive one to play. The 
graphics are quite attractive, 
especially the title page 
where the RIVER RESCUE is 
wiped away by a shoal fis 


that the right word?) of | 


crocogiles, Very neat. Excel- 
lent contro! response: 

1 liked the game very 
much and it works very well. 


lt does getharder and harder | 


as you go along, more croco- 
diles, more logs, bigger 
sandbanks and the damned 
rivals in their planes. Very 


addictive and quite original. | 


COMMENTS 


Keyboard positions; very 


good, Q/A up/down, OP. 


left/right and zero for fire 
and undock from a jetty 
Joystick options: Kempston, 
Sinclair 
Keyboard play: 
responsive 

Use of colour: straight- 
forward but effective 
Graphics: smooth and well 
drawn 


' Sound: good 


Skill levels: gets harder 
Lives: 6 

Games: 1 or 2 player 
General rating: very good, 
reasonably addictive. 


Use of computer 75% 


Graphics TO% 
Playability 80% 
Getting started 70% 


Addictive qualities 70% 


Value for money 78% 
| Overall 


74% 


very | 


TACHOMNETER 
li | 
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ROAD RACER 


Producer: Thorn EMI 
Memory required: 16K 
Retail price: £6.95 
Language: machine 
code 

Author: Graham 
Wisdom 


Five brand new games from 


the Thorn EMI giants, their 


first venture into Spectrum 
territory, is obviously a big 
event. Road Racer, as its 


| name suggests, isa goatthat 


elusive Spectrum copyofthe 
famous and wonderful 
arcade game. This is the 
most detailed version yet. In 
addition to leftiright, brake/ 
accelerate there is also a 
high and low speed gear 
selection. The lower third of 
the screen shows you your 
tachometer and speedo- 
meter and the gear you ate 
in. 

Unusually, keeping your 
finger down on the acceler- 
ator key doesn't just take you 


to maximum speed, but puts | 


you over the top and into the 
red on the tacho. If you stay 
there too long you'll blow 
your engine. Changing into 
the low gear while in the red 
will also cause damage. 

There are several other 
cars to overtake before the 
finish line appears. 


CRITICISM 
This is a very good 
attempt to create the per- 


| spective feel of the arcade 


original. The road narrows 
as itapproaches thehorizon, 
which is a landscape of 
mountains, Sadly the road 


ahead isnotcurvedasitisin | 


the arcade version but you 
soon realise thatitdoes bend 
because the landscape 
swings around. Untor- 
tunately, because the road 
doesnt actually bend, it 
means the car stays on line 
and you aren'tforced to steer 
round both bends. The 
graphics are very brightly 


coloured and smooth, and | 


SPEEDOMETER 
ii e TR TE TR UT 
MILES 09007 


TIME Qa1a 


the game 

playable, 
Very g00d packaging and 

instructions, but the one 


thing they dont tell you is | 


how to start up. On pressing 
the start key you must in- 


| Stantly accalerate and get 


into top gear, otherwise you 
will never find out that you're 
the white car and the green 
one behind you (which | 
thought was 'ime') crashes 
into you. Once that's sorted 
out, it really takes off and, if 
You aré using the keyboard 
which is well laid out, there's 
some skill to be mastered in 


| Using the brakes and gears. 


sensibly. time is the real 
enemy to beat in this very 
9000 version.' 

Ive got the feeling that 
theres still a better road 
racing game for the 
spectrum than we've vet 
seen, but this is the best one 


yet in my opinion. lts ex- | 


citing and if you like the 
game idea, very compelling 
to play. 


COMMENTS 


Keyboard positions: good, 


1/2 lo/hi gear, 8/7 left/right, 


8/9 brake accelerate 


| Joystick options: Kempston, 
Sinclair 


Keyboard play: 
responsive 
Use of colour: very good 


Very 


| Graphics: good, slightly 


jerky character movement 
on other cars 

Sound: poor, why no motor 
noise? | 


- Skill levels: 1 


Lives: 5 
General rating: good 


Use of computer 70% 
Graphics 68% 
Playability 75% | 
Getting started 62% 


Addictive qualities 72% 
Value for money 70% 
Overall 69% 


is extremely 











| trying 








taâlready a poor 


BLOCKADE 
RUNNER 


Producer: Thorn EMI 
Memory required: 16K 
Retail price: £6.95 
Language: machine 
code 

Author: Graham Johns 
Okay, 


fasten vour seat 


harness — its a deep space . 
|zappowham game again! 
| Just 


when you thought 
they'd run out of reasonably 
original ideas for shoot em 
up games, along comes 
Blockade Runner! 

You're in this ship which is 
to get supplies 
through an alien blockade of 
Earth, and there are five lay- 
ers Of defence to be got 
through. Firstcomes a dense 
meteor shower which can be 
dodged or shot. Next comes 
a series of vertical laser 
barriers which cannot be 
shot and you must avoid 
contact with them. They are 
followed by tractor-beam 
units which push or pull you 
off course. And then finally 
there is the fleet of alien 
ships which will try to blast 
you away. If you manage to 
survive all this you mustthen 
transfer your cargo pods to 
an Earth ship. There are only 
three chances to do this 
right, or its back to the start 
without losing a life, 





e da 


E at 


Screen 1 from BLOCKADE RUNNER, 


GENERAL 
One complaint from our re- 
common to some of the 


games from Thorn EMI was 
the choice of control keys for 


keys 6,7,8,9 and zero have 
been employed, since this is 
clair chose for their interface 
every other software house 
match it. The cursor keys are 


game 
arrangement, and to move 


vigwers which seemed | 


non-joystick players. Of | 
course it 18n't their fault that | 
the daft mon-standard Sin-- 
é. ainclair are hoping to bully | 


into using ittoo, orchanging | 
their existing sottware to | 





one key along the board isno 
better. We all felt a more 
ergonomic arrangement like 
Q.A,O,P or ZX,KM is much 
better. 1 seems a pity Thorn 
EMI haven't chosen to pro- 
vide an alternative or user- 
defined keyboard layout. 


| CRITICISM 


For shoot em up addicts 
this |s going to be popular. 
There is a fair range of 
obstacles to overcome and 
plenty of speed levels to play 
at. On the first screen of 
meteéors it frightened the life 
out of me athow fasttheship 


manoeuvres. When you get | 


to the second screen and see 
the laser barriers you realise 
why it has to be so fast. 
Good, simple graphics and 
smooth movement. 

The graphics are quite 
small except for your ship 
which looks like a film 
camera, but lhey are pretty 
smooth in movementand the 
explosions are g000. | like 
the fact that if you lose a life 
in, say, the second or third 
Screen you aren't sent right 
back to start Dui pick up on 
tha same screen. The speeds 
are about right, with the 
highest level being a blurr. 
Medium addictive, | would 
say. 





GOLO RUSH 


Producer: Thorn EMI. 
Memory required: 16K 
Retail price: £6.95 
Language: machine 
code 


' Author: Martin Harris 


Gold Rush does not take 


| place in California as you 
| might expect but on the far 
| off planet of Oron. The gold 


mines of Oron are bottom- 
tess caverns where gold 
nuggets rain from the roof. 
Oronians, it seems, have an 
odd way of collecting the 
gold. Two pots are placed in 
suspension between the 
walls and then girders are 
used to direct the falling 
nuggets into the pots. It's a 
dicey task because should a 
nugget hit an Oronian it kills 
him, and the mine is full of 
monsters that find Oronians 
make a tasty meal. 


The playing screen is split | 


into three vertical segmenis. 
Iinthecentre isthe mine shaft 
divided into an8 by 9 charac- 
ter square checkerboard of 





There is sound on this 
game, | noticed that the 
others from Thorn seemed a 
bit lacking in that depart- 
ment. The graphics are nice 
especially the dancing star 
background, but | found it 
didn't have lasting appeal 
overall. 


COMMENTS 

Keyboard positions: akward, 
6/7 left/right, 8/9 up/down 
and zero to fire. 

Joystick options: Kempston, 
Sinclair 


| Keyboard play: very fast and 


responsive Use of colour: 
average 

Graphics: reasonable and 
smooth 

Sound: average 

Skill levels: 6 


Lives: 5 

Screens: 6 

General rating: fairly good, 
mixed opinions on 
addictivity. 

Use of computer 55% 
Graphics 28% 
Playability 67% 
pat started 80% 
Addictive qualitles 50% 


Value for money 65% 
Overall 6216% 


red and black. At the base, 


| evenly spaced, are the two 
' Collecting pots. To the right 


is à blue sector where the 
girders are positioned, ready 
for use. To the right is 
another blue area, a safe 
home from which your 
Oronians start off, but to 
which they cannot return. 
The monsters are gaping, 
vellow skulls which float up 
and down and from side to 
side, mouths agape. 

What you do is take an 
Oronian out into the mine 
and, using the directional 
keys, place him where you 
want a girder to be. Pressing 
the fire key then slots a 
vellow girder in position. 
When a nugget hits one, it 
will roll to the right or to the 
left, so the constructon has 
to be well thought out to 
keep those nuggets a-comin' 
into the pots. Points are 
scored for every nugget that 


| hits à girder and many mote 


for getting one into a pot. In 
their efforts to prevent vou 
collecting.gold the skulls will 


| move the girders about and, 


on the highest level, eat the 


* nuggets. 








CRITICISM 


'AIl these games have very 
good title pages, and Gold 
Rush in particular has an 
innovative looking hi-score 
table. The game itself is quite 
Original in concept and one 
of those | would call silly but 
likeable. tis quite frustrating 
to play and begins to get 
addictive the more you do. It 
starts off simply enough, 
with only one skull and not 
many nuggets to contend 
with, but as you progress 
more and more skulls 


| appear, At the highest level 


of skill you can still move at 
the same pace but the 
nuggeis come pouring down 
and it is very difficult. Not a 
bad game at all.' 

The graphics ara good, 
with the heads of the 
Oronians and the skulis turn- 
ing as they move. It's allquite 
smooth and colourtul too. 
But once again this game 
has no sound which seems a 


| terrible shame.' 


Sound would have 


| helped, but in the end this is 


an engaging game to play, 
and not as easy as it first 
appears. 


COMMENTS 


Keyboard positions: two 
options, both slightly odd, 
the Sinciair keys 8/7/8/9 and 
Zero, or Q/0 left/right, /W 
up/down and Pto fire. 
Joystick options: Kempston, | 
Sinclair 

Keyboard play: very 
responsive and smooth 
Use of colour: fairly good 


' Graphics: simple but 


smoothly moving 

Sound: none 

Skill levels: 5 

Lives: 3 

General rating: average to 


| g00d, and unusually 


addictive 

Useof computer 60% 
Graphics 98% 
Playability 68% 
Getting started T5% 
Addictive qualities 58% 
Value for money 60% 
Overall 63% | 


Catch the nugoeis, avold the skulis 
2 GOLDEUSA E 











S PECTRUM GAMES. metido us 


Uniess you happen to 
be a genius, it could take 
forever to master them all 

50 for around £6.95, 
you, will really be getting 
your moneys worth. 

Volcanic Planet” (on 
L6k) is a real scorcher. Plant 
a bomb on the volcanic plug 

in the evil Zeron underground Metropolis, 
and escape before red hot 
lava floods the city. Watch 
out for the Zerons bone 
crushing slaves, they want Lada 
to tear you apart. If your SoSEEN TR 
oxygen or power supplies E 
run je you re dead, 
1 “Road Racer” (on | 
16k) you'll find out if you're 
skilul enough to driveroundater iai 
"at death defying speeds, and 
reach the black and white 
flag In one piece. 

“Gold Rush” (on L6k) is 

no walk-over either. Under- 
| neath the eerie planet of 
Uron Is a vast cavern full of 
gold and demons. 

You have to get the 

gold ne Ithe deadly demons have to set you, 
“Blockade Runner” | 
(on e the earth is under E 
siege and you must get life. TEIA 
saving supplies through. RUNNER 
When you've avoided 
the dense meteor shower, | 
the moving laser barriers, 
the space mines, the | 
tractor beam units and the * 
alien warships, you'll be good enough to 
try the other 5 skill levels. 

“River Rescue” (on 48k) 
isa runaway success on other 
formats. lts now available 
on Spectrum. You'll have to 
navigate the wildestand most 
dangerous river on earth in 

Y a powertul patrol-boat. But 

"keep a sharp look-out for 

the killer crocodiles. They haven't eaten all day. 

Winloseordrawyou can't beat | 

THORN EMI's Spectrum games, || | 

Now available from WH Smith and | ta 
other leading software stockists, 


Leaders in home rspin 











VOLCANIC 
PLANET 
Producer: Thorn EMI 
Memory required: 16K 
Retail price: £6.95 
Language: machine 
code 


Author: Nick 
Burroughs 


tis your task to destroy the 
evil race of Zerans, who live 
on the volcanic planet of 
£eras. To do this you must 
| make your way through an 
underground metropolis to 
the depths of the city, where 
you will find a volcanie plug. 
If you can plant your plasma 
bomb there, you will blow up 
the planet. But vou must 
make your escape before the 
Cy fills up with lava. Okay? 

The Zerans resemble pur- 
plish cotoured amoebas and 
they scutter round the city 
complex in company with 
their much bigger slaves. 
 Often the Zerans will ignore 
You, but they may try to 
crush you. You' resemble a 
little black spider. 

There are five skill levels 


| and depending on which one | 


you select there are between 
3 and 15 levels to the city. 
The display shows you only 
a tiny part of the whole com- 
piex (of one floor). There is a 
map at the top right hand 
corner ofthe entire floor you 
are on and looking at it gives 
hou a headache! It's huge. 

Your protection is a suit or 
armour which wears down as 
the Zerans fire at you. When 
its gone the two other 
| Systems, 
system, become vulnerable 
and you die if they fail. Your 
blaster has plenty of charge, 
but that too runs down with 
use, These fourareshown as 
falling bar codes at the 
bottom of the screen. Here 
and there in the maze you 
will come across various 
objects like tool repair kits 
and spare oxygen, but you 
must be quick because a 
Zeran will take them if he 
gets there first. 

Togo to another floor you 
| must find the lifts, which are 
going up and down all the 
while. When you enter one 
Rean for it to arrive at your 
loor) you can activate It but 
“you won't know whether it's 
going up or down, only the 
indicator at the left of screen 
telis you this. Entering an up 
lift on the top floor replen- 
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ishes, all your armour and 
power. Lifts only connect 
between 2 floors, otherwise 
dt would be too easyl 


CRITICISM 


This is a very complex and 
complicated game to play. 
The graphics really are very 
g000, colourtul and very 
smooth, with B-directional 
movement and continuous 
fire. The effect of the blaster 
is wonderful, great bolts of 
yellow mingled with red. Itall 
has a satisfyingly violent 
feeling to it. My only com- 
plaint is with the keyboard 
layout, directional keys all in 
a line are awkward to use in- 
stinctively.' 

If you enjoy large mazes 
then this is bound to be a 
winner! The complex is 
massive and its crawling 


with the enemy. Skill in. 


moving and firing take a 
while to get together. The 
damned lifts don'thelpeither 


with your never knowing | 


where they're going. On the 
whole a playable and fairly 
addictive game with original 
looking graphics. But what 
happened to the sound? 

1 never find maze games 
enjoyable to play, but this 
game offers load of enemies 
to go round zapping (good 
blaster effect). What is good 
is the way the aliens get ex- 
Cited if you shoot one of their 
number. All the others visible 
on the screen start dancing 


round as though they were | 


actually hopping mad! | 
never got anywhere near 
planting my plasma bomb. 
even on the lowest skill level 
— its a game with plenty of 
playing scope. I'm sure it 
would be even better if there 
was some sound, 


COMMENTS 


Keyboard positions: a lot ot 
keys to use. Direction is abit 
odd, 6/7 left'right, 8/9 up 
down. Zero fires blaster, 5 
operates a lift, 4 plants the 
plasma bomb. 

Joystick options: Kempston, 
Sinclair 

Keyboard play: very 


CA VIVO E 
CVOLEAMIC PLANET 









responsive in 8 directions 
Use of colour: good 

sound: none 

Skill levels: 5 

Lives: 1 

Screens: 15 

General rating: very good, 
pity about the jack of sound. 


Useofcomputer 45% 
Graphics 75% | 
Play ability 77% 

| Getting started 80% 


Addictive qualities 65% 


Valuefor money 73% 
Overall 69% 
siendo inca cosa SE 





0h Mummy 


Producer: Gem 
Software 

Memory required: 16K 
Hecommended retail 
price: £4.95 


Language: machine 


code 


You are in charge of a party 
of archaelogists exploring 
Egyptian tombs, Each tomb 
has five levels, and on each 
you will find treasure, a 
scroll, a key, a mummyofthe 
royal family, and two 
guardians. As soon as you 
enter a tomb one of the 
quardians will be awakened 
and start chasing you. The 
other will remain dormant 


Ewant my Mummy! 
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unless you are unlucky 
enough to uncover it. 
Fortunately when you 
uncover the magic scroll, 
one of the guardians will be 
killed off. You can only exita 


"tomb once the key has been 


uncovered. 


After completing all five | 


tombs you move on to 
another five where the 


| Quardians are more cunning. 
The game resembles a| 
grid/painter type in as much 


as the buried artifacts all lie 
within 20 squares. These are 


| Uuncovered by taking 'your 


party round all four sides of 
a square, whereupon the 
contents are made visible. 
Any guardian that has come 
to hfe and not been killed ofi 


with a scroll, will follow you | 


onto the next level! Treasure 
houses, of which there are a 
few, ate good for hiding in if 
you get into a tight corner. 


CRITICISM 


Redefinable control 
are essential in any program 
today, This one has them. 
There's a good use of colour 
with detailed graphics, 
continuous sound and good 
tunes. | found it well put to- 
gether and addictive to play. 

1 wouldn't rate this as a 
marvellous game, butit isn't 
à pPDOr One either. The 


| graphics are well up to 


standard and there is a 
Soothingly mesmerising 
quality in playing it. But | 
inought there wasn'tenough 
danger element to make it 
completely riveting.' 

On the easy level itquickly 
becomes monotonous, but 
at the higher speed and 


difficulty levels itisn'teasyto | 
the | 


get through, since 
guardians are more intelli- 
gent in their chasing. Good 
graphics and sound. 
Perhaps more fun 
addictive.' 


COMMENTS 


Keyboard positions: user- 





keys | 


than | 
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defined 

Joystick options: cursor 
controllers via user-defined 
Keyboard play: responsive 
Use of colour: good 
Graphics: good 

Sound: good 

Skill levels: fifteen 

Lives: five 

General rating: good — fun 
to play 


Use of computer: 75% 


Graphics: 65% 
Play ability 69% 
Getting started:  B0% 
Addictive qualities:55% 
Value for money: 70% 
Overall: 69% 





Tutankhamun 


Producer: Micromania 
Memory required: 48K 
Recommended retail 
price: £5.95 

Language: machine 
code 

Author: Dominic Wood 


Tut was an Egyptian ruler 
who stowed much treasure 
in his pyramid. Your job, as 
grave robber extraordinary 
(or archaeologist — they 
mean much the same thing) 
is to enter the tomb and 
collect as much of the 
treasure as you can. There 
are five different tombs and 
vou canstartatoneand work 
your way through, or enter 
the game at a later stage if 
vou wish. 

The very good packaging 


“contains clear instructions 
| and the tomb turns out to be 
a leftiright scrolling maze 
“with vertical tunnel connect- 


ionns from top to base of 


| screen and vice versa. The 


treasure is collected by 
moving over it, and life would 
be easy were it not for the 
host of monsters lurking in 
the tombs. These include 
mummies (the wrapped up 
kind), cobras, spiders, skulls 
and others, allot whichmove 
rapidiy and decidedly in your 
direction. Fortunately, you 
are provided with a rapid 
tiring laser. lt fires regularty 
by itself but can be put into 
continuous fire if you like. 
Unfortunately it only fires 
horizontally, so you're very 
vulnerable to beasties 
coming from above and 
below. There is also one 
smart bomb per tomb or life, 
but its effects are very short- 


e TUTANKHAMUN SS 


Killing monsters in TUTANKHAMUN |s easy — getting past them is not. 








lived indeed. To help there is 
a map of the entire tomb 
layout at the top of the 
screen. 


GENERAL 


Joystick options are offered, 


but the keyboard layout is | 


quite sensible. A/Z = 
up/down, N/M = left/right. A 
pause and restart facility is 
provided, 


CRITICISM 


“Tutankhamun is an original 
game that uses very good, 
detailed graphics. It all 
works very smoothly too. A 
game with a nice difference, 
very addictive — | wonder 
what happens when you 


| colour, 
| Controlling your man can be 
atfarming as he 





reach Tutankhamun's 
tomb?” 

The graphics really are 
very attractive, with loads of 
and fast moving. 


fires 
independent!y and tends to 
zig zag about if you leave his 
control keys alone for very 
long. There is plenty of 
scope for enjoyment since 
Surviving is no easy task. 
The multi-coloured mons- 
ters come thick and fast, so 
much so that you've gotto be 
ace at getting round them 


and making sure you're ina | 


left'right corridor so your 
laser will work. If vou get 
stuck and have to move up or 
down with creatures sailing 





at you, the smart bomb will 
give you about two seconds' 
grace. Pretty addictive stuff; 


COMMENTS 


Keyboard positions: well 
taid out 
Joystick options: Kempston 
or AGF and Protek 
Keyboard play: responsive 
Use of colour: marvellous 
Graphics: detailed and 
smooth 

Sound: good tunes, but not 
enough ot them 

Skill levels: over eight 
Lives: five 

Screens: five 

General rating: a very good 
maze/zap game with a 
different fee! 


Use of computer: 70% 
Graphics: 70% 
Playability 74% 
Getting started: 70% 


Addictive qualities: 75% 
Value for money: 70% 
Overall: TVL% 





Producer: Gem 
Sofiware 

Memory required:16K 
Recommended retail 
price:£4.95 
Language: machine 
code 


In Sub Chase you control an | 


anti-submarine ship which is 


armed with depth charges. . 


Depending on the level of 


play you have between thirty | 


five and fifty to explode, The 


display shows your ship on | 
the surface of a very calm | 


sea, and under the surface, 
the submarines appear from 
the left moving straight 
across to the right. 

You fire the depth charges 
by pressing the numerical 
keys, each one setting the 
depth at which the charge 
willexplode, In return, some 
of the subs fire back with 
missiles which you must 
dodge. At the highest level 
the subs appear atallsorts of 
depths and will even change 
from one level to another. 
The skill is in setting the 
correct depth at which to ex- 
plode the charge and in the 
timing of sending it on its 
way. 








| Run silent, run deep in SUBCHASE. 


CRITICISM 


A hard game to master at 
the higher levels because the 
sub móves up and down, but 
with simple controls it 
should appeal to some, Not 
one of the modern complex 
games and easy to play.' 

The graphics are attractive 
— if you're unlucky enough 
to be hit by a missile, your 
Ship blows up in bits and 
sinks. But | think the game in 
ts present state is too simple 
to appeal 
arcade addicts. It could do 


with many more subs on. 


screen at one time. 

While it isn't as easy as | 
first thought, Sub Chase is 
too quiet to have addictivity. 
Perhaps it is aimed more at 
the younger market. Young 
kids should certainly find it 
tun to play, but zap em freaks 
will get bored 


to hardened | 


COMMENTS 


Keyboard positions: simple 
with only left/right, but was 
Q'P the best option — it's 
quite a stretch. Numeries for 
fire. 

Use of colour: fair 
Graphics: simple but well 


drawn 

Sound: poor 

Skill levels: 4 

Lives: 1 

General rating: fair for 
addicts, good for children 
Use of computer 45% 
Graphics 49% 
Playability 50% 
Getting started 60% 


Addictive qualities 40% 
Value for money 47% | 
Overall 481% 
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OH MUMMY 1H 
Your party of archaeologists enter the pyramid 
in search of the mummies of the pharoah's 
household. There are five burial chambers 
containing treasure, secret serolls, keys, royal 
mummies and some nasty surprises. To pass 

from one chamber to the next, you must find 
the key and royal mummy, but beware, you may 
uncover a guardian, who will chase your group to 
avenge your desecration |! 

A Machine Code game for those with nerves of 
steel and great courage. | 


Price (ZX81 & SPECTRUM) £4.95 
MONSTER MINE 

Escape from the mine with as much money as 
vou can, but don't get closed in or caught by the 
prowling monsters, An addictive machine code 


game, with superb graphics and tape save facility. 
Price (ZX81 & SPECTRUM) £t4.95 


GEM SOFTWARE, UNIT D, THE MALTINGS, STATION ROAD, SAWBRIDGEWORTH, HERTS. 
psp (0279) 723567/723518 | 


(A SPECTRUM GAMES 
FESA IL! » FREEPOST SERVICE! 
* FREE CATALOGUE 
WITH FIRST ORDER! 


| CRASH MICRO, FREEPOST (No stamps), LUDLOW, 


SIFTVA 


SUB CHASE 
À great machine code game in which you must 
depth charge the submarines. Sounds easy, Dut, 
you must position your destroyer, set detonation 


depth, fire and hope you can evade the subs 


missiles. The problem is, the higher the skill 

level, the more intelligent the subs become, and ' 
you only have a limited supply of depth charges!! 
Price (SPECTRUM) 4.95 
SPACE MISSION 

Launch from lunar base and fight your way 


through the steroid belt to do battle with the 


enemy fleet. This multi-level space combat game, 
sets new standards in graphic excellence and 
attention to detail. 


Price (ZX81 & SPECTRUM) £4.95 
All prices include postage and packing. All 
cassettes despatched within 48 hours of receipt 


of order. Access orders welcome. 
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CHRIS PASSEY & LLOYD MANGRAM revisit 
some old favourites in this, the first of our 
Game Type comparisons 


Software houses seem hellbent on providing us 
with mumerous versions of arcade copies. In 
August this year, /an Sinclair of IJK (a software 
company who do games for the Oric and Beeb) 
sald, “There seems to be a difference of opinion 
between the public and reviewers' opinions of 
programmes. 

“The public loves arcade copies, while reviewers 
hate them, and original games have the opposite 
effect. | would like to see more comparative 
reviews with all the Space Invaders, for example, 
compared and the good and bad points of each 
shown. 










Since he said that, there has been plenty of 
evidence to suggest that original games do go 
down just as well with the public as old favourites 
and arcade copies; Imagine, Ultimate and 
Quicksilva have all proved it. However, there is a 
wealth of games on the same theme available for 
the Spectrum, so every month we will take a close 
look at a particular type and compare the various 
versions. Unfortunately there isn't sufficient 
space to compare every single version in each 
case (pac man games are legion), but we have 
done our best to find a wide mixture. This month 
we take a look at Invaders and Galaxians. 


SPACE INTRUDEARS Quicksilva 
SPACE RAIDEARS Sinclair 
GALACTIC TROOPER Aomik 
GALAKZIONS Mikrogen 


GALAXIANS Artic WINGED AVENGER Workforce 


FIREBIRDS Softex THE DETECTIVE Arcade 
Pale ARCADIA Imagine | 





SPACE INTRUDERS 


Invader game, whilst good 
for ils time, was pretty much 
oul of date today, so that 
Should be borne in mind 
when comparing it to some 
of the more origina! phoenix 
and galaxian games, 
However, Quicksilva's 





Space Intruders was 

summarised as being a, 
There was general reasonable copy of the 
agreement from our two original arcade game.' 
players that the Space - | 


This is a close copy.of the 
Original. The aliens are a bit 
small but do include a 
wobbiy mutant worth extra 
points, as well as the 
customary space ship 


across the top of the screen. 


Although this is a fast 


version, the shelters at the 
bottom of the screen 

disappear in blocks rather 
d a the original's erosion. 


Iwas a bitdisappointed with 
it, never having played this 
particular version before. 
The aliens were 
disappointing although 
there are four types as in the 
original, Invader games 
suffer from comparison 


anyway because they are 


older and there is much 
better software arouna. 
LM 


SPACE RAIDERS 


A close copy of the original. 
Slightiy better graphics than 
Space Intruder; for instance, 
the shelters erode away 
when hit, and the aliens are 
better drawn. On the other 
hand this is slower than the 
Quicksilva version, so it 
Ro it interest pretty s00n. 


Another Invader copy which 
has dated badly. The 
graphics were more 
interesting than in Space 
Intruder, but generally far 
tõo slow to be much fun for 
long despite the machine 
code. 


LM 

GALACTIC 
TROOPER 

The graphics are fairly 
attractivo but | think the 
arcade qualities of the game 
are low. You have three 
Speeds of play but at each 
speed, of course, the 
relationship of the elements 
remains the same, ano | 
found that skill didn'tenter 
into it. Avolding the bombs 
istoo much a matter of luck 
as the space allowed to 
dodge them is small and'the 
ratativa rates of movement 
doesn't seem right. | think 
the game suffers from being 
dated now, 

CP 

Despite the use of the word 
Galactic in the title, this is 
more of an Invader type, but 
pretty simple at that. Romik 
manage to pack a lot of 
graphics onto the screen, a 
mothership sliding left/right 
across the top, 10 vertical 


bomb racks with 5 aliens per 
rack, and the occasiona!l 
saucer floating around 
which is easy to hit. Hitting 
aliens is simply because 
they sitin a stacked row, 
Shooting the falling bombs 
is pointless because there 
isn'tenough room left. 
Sideways ship movement 
and rate of fire compared to 
the bombs is too slow. 
Generally fun to play, if not 
exactly arcade excitement 
level. 
LM 
GALAXZIONS 
| suppose its a reasonabla 
copy, but where is the fuel 
and the mothership? The 
graphics are simple but 
quite fastand there isa 
choice of three speeds. Rate 
of fire is too fast, making it 
easy to exterminiate the 
swooping hordes. Foucan 
use a Mikrogen |lj ERENEN - 
tdid 





if you've got one. nt 
think it was worth the price 
asked. 

CP 


| remember this one coming 
out and thinking it wasn't 
bad at the time, although it 
doesn't have the arcade 
original's details, The 
graphics are reasonably 
smooth but | thought'the 
aliens looked more like 
Invaders than anything else. 
Another drawback is that by 
remaining stationary you 
can stiligeta respectable 
score! One or two player 
games. 

LM 

GALAXIANS 


A much better Galaxian 
copy with the aliens using 
the original formations ie 
lgader swoops down flanked 
by two generais making him 
harder to hit. Again, no fuel, 
no mothership. This was 
much more challenging 
than Mikrogen's version, 
especially on level 6, and is 
obivous!y belter value at a 
pound less. One or two 
players ano the game is 
Kempston compatible. 

CP 

This is much better all 
round, bigger and beiter 
lboking aliens, and 
explostons in hi-res, 
graphics. It's also got far 
more playing speeds — nine 


in all. 
LM [7 
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WINGED AVENGER 
it's got eggs, birds and 
eventually the molthership, 
but with the exception of the 
birds lHapping their wings, 
the graphics are boring. It is 
areasonable copy, but by 
todav's standards rather 
poór. The laser shield is 
almost too effective. There 
are several game 'spbed 
variations to experiment 
with, but on the whole 
uninspiring. 

CP 


The speed of this phoenix 
version always takes my 
breath away, but | learned 
sometime back that it's 
actually easler to get beiter 
scores by playing the higher 
speeds. In the slower speeds 
you try to be accurate (never 
agood idea!) but faster you 
seem to get a better rhythm 
going. Sadly the graphics 
are small and dull and the 
overall impression is 
disappointing. 

LM 


INVADERS/GALAXIANS COMPARISON TABLE 







FIREBIRDS 
This starts off with you 
having to shoot a flock ol 
baliet-dancing red birds. If 
you're successful they 
return with the blusa 

weavers, which fire lasers 
straight down at you. Blast 
this bunch and they all come 
back with the white 
bombers, moving verticail 
down the screen. Finally the 
huge mothership is taken 
on, but watch out for the 
suicidal guards! Graphics 
are smooth, excellent sound 
and great fun to play. Demo 
mode when not in use. 

CP 


Firebirds is instantly 
appealing visually, with its 
cinema curtain opening and 
closing, and the brightly 
coloured and animated 
aliens. Good sound too. | 
particularty like the victory 
dance the firebirds do when 
vou lose a life, Noteasy to 
get to the mothersh tp and 
frustrating when you're 
within an inch and on your 
last life. A good, fastgame. 
LM 


The points shown in columns A, B, C are percentages and 
represent the average between the two reviowers. Use of 


Spectrum includes graphics quality, sound quality andease 


of keyboard control, The games are not listed in order of 


| preference. 


A — Use of Spectrum 

B — Addictive Qualities 
C — Value for money 

D — memory required 


| E-— Recommended Retail Price (in E) 
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THE DETECTIVE 
Chuck, they know whal per 
doing and they're out to get 
va" She means the Mob, and 
they re after the secrets of 
the safe - so are you. From 
the cover you could be 
forgiven for thinking that 
this isa 1940s Chicago 
adventure, but actually it's 
an arcade games, where you 
run back and forth shooting 
at various things such as 
tips, things on legs firing 
lasers, little men, arrows, 
bomb-dropping helicopters, 
aricraft etc. Eventually you 
enter dagger alley where 
mer throw-daggers at yOU. 
Atlevel 25 you get a chance 
to open the safe. Additional 
hazards include 
indestructible falling-tyres 
anda canine point-thief. 
Keyboard layout is quite 
good but | thought the man 
moves slowly, Also [think | 
spotted a bug in the seoring 
which sometimes gave me F 
lives and 555 points. 

CP 

Despite ils name and 
scenario, this is definitely a 
galaxian variant, and arich 
one too. Dodging the tyres 
which gather in rows and fall 
on you gets to be difficult 
when at the same time 
vou're avoiding the other 
objects and the little dog 
that pops up now and again 


TABLE 
SPACE INTRUDERS 
SPACE RAIDERS 


GALACTIC TROOPER 50 


GALAKZIONS 


GALAXIANS 
WINGED AVENGER 
FIREBIRDS 

THE DETECTIVE 
ARCADIA 





and steals points from you. 
Fortunately itsa wrap . 
around screen, otherwise it 
would all be impossible! 
Arcade seem to design 
games that look easy at first, 
but being so long tend to 
wear you down until you 
start making mistakes. | 
liked the way that towards 
the end of each screen the 
aliens get less and so it all 
speeds up enormously. 
Good spread of joystick 
options. Perhaps its only 
fair to point out that with | 
48K in play ithas an obvious | 
advantage over the other 
games in this bunch. 

LM 


| 
| 
| 
: 
| 





ARCADIA 

Dual Plasma Disruptors and 
ton Thrust Drive is how 
Imagine describe the good 
ship Arcadia. They aren'tfar 
wrong. This highly 
manoeuvrable ship has 
enough fire power to send 
the average aliens packing. 
Alas these are nol average 
aliens (Atarian Battle Fleet 
with Imagine's usual touch 
of humour). Fwelve altack 
waves, each wave for a set 
period of time, each more 
suicidal than the last. It's 
highly addictive, with 
superb graphics (fantastic 
coloured explosions|j and 
the sound is good too. 
Delfinitely up to arcade 
standaro's. 

CP 

Although graphically this is 
more simple looking than 
The Detective, ithas to be 
considered as one of the 
shoot em upclassics. 
They've given you a certain 
area of up/down movement 
as well as left/right. Each 
wave of aliens gets lower 
and lower, zooming in from 
the right each time. 
Keyboard positions are 
sensible, but you can use a 
Kempston joystick with the 
utility Softhink Il, and Fuller 
joystick. If you enjoy the 
sortof games we're 
discussing here, then | think 
this is going to be 
considered as one of the 
most addictive. 

LM 
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Automata find a 
heaven in, Hollywood 
and Legend a Valhalla 
in hell. 


Two long and eagerly 
awaited Adventure software 
events have burst upon us, 
and neither can be adequate 
ly summed up in review. If 
you're into Adventures you'll 
undoubtediy want to get 
hold of Valhalla, the much 
advertised and much 


delaved 'moviesoft' ad- 


venture from Legend, and 


the new game from those | 


bunch of weirdos at 
Automata, the followup to 
PiMania, My Name is Uncie 
GROUCHO You Win a Fat 


Valhalla 


Producer: Legend 


Memory required: 48K 
| Recommended retail 


price: £14.95 
Language: machine 
code 


Before you can start playing 
Valhalta its worth ploughing 
through the readable 
instruction booklet, not only 
to find out what you can do, 
when and where, but also to 
meet some o the more 
important characters who 


partake of your adventure. 


The book tells you that you 
can have great fun simply 
watching Valhalla, 
issuing Commands to the 
characters. This turns out to 
be true in part, Lite in the 
Nordic haven carries on 
much like Coronation Street 
with the inhabitants quarrell- 


(ing, fighting each other, 
| offering food and generally 
| behaving as if they 


were in 
the Rover's Return. Butinthe 


There are six quests to find 


drapnir (a ring), skornir (a 
shield), skalir (a sword), 
Felstrong 
frimnir (a heimet). 

Finding these magical 


[Objects is not simple, and 
| Some, if discovered, must be 


deposited safely as you can't 
esrry all of them together. 
Added to that, if you die, 
which happens easily 
enough, you are sent to Heil 
inot to 'would you like 


lanother game') which turns 











and | 


end this palls and you feel | 
itchy to get into the action, | 


special objects, ofnir (a key), | 


(an axe) and. 









out to be a location or Iwo 
away from the-more ordinary 
delights of Asgaard of what- 


ever; Untortunatety if you go | 


to Hell most of the things 
you've collected are 
removed from you and 
distributed randomly around 


the various locations, so you | 


have to start all over, 


When this i5 seen in the 


context of coping with large 
numbers of beings who are 
either well or badly disposed 
towards 


even surviving in Valhalla, let 
alone finding the hidden 
objects. Getting on with our 
fellow Valhallans is sur- 
prisingly realistic. Unlike 
The Hobbit you can't type in 
Say hello to Elrond, and 
expecta happy response but 
you can offer food or wine 
(which abounds — all over 


| the floor), you can ofter to 


sell or buy objects since you 


have money, swords, axes, 


shields etc. These are merely 
ordinary ones, not those you 
are questing for. And vou 


can start fights only too. 


easily, 

All this activity is clearly 
visible in the remarkable 
graphics. Well drawn and 
highly detailed backgrounds 
form the scene in which the 
animated characters move 
around. If you type in, 'drink 
lhe wine, you will ses 
Yourself raise the flagon to 
Your lips. Attimes it can be 
like Piccadilly Circus on a 


| weekend as characters 


arrive and exit by the bus 
load. 
Moving from location to 


location is simply a question | 


of entering the compass 
point direction and a 
WHERE command will 
always supply the visible 


exits if you have forgotten | 
"The game you are about to 


them. Moving around within 
a location is done by the use 


| ofTand'r. Insome locations 


there are celestial under- 
-grounds., If you have 
managed to pick up a .ring 
(ordinary type) you can use 
these ringways to get to 
another location. Although if 
youre drawing a map of 
Valhalla, this. can be less 
than useful, since you don't 
know where you are when 


computer waits 


ou, you begin to 
realise the complexity of 





you get there. 
GENERAL 


Valhalla comes complete 


With very good instructions. 


Loading time is fourminutes. 
Keyboard response is fast, 


and a useful function is that 


you can type incommands at 
any time, lfanaction ofsome 
sort is taking place the 
and then 
processes your command 
when ready. 


CRITICISM 


Compared to any other 


adventure game lve seen, | 


the graphics of Valhalla are 


fabulous. It seems incredible 


that they have managed to 
pack so much detail into 
48K. The scenery has a real 
sense of depth. 


detail there already is in the 
backgrounds, [im aston- 
ished that the animation of 
the characters is as detailed 
as ftis. [think my favourite is 
the Raven, who faps his way 
in and lands occasionally.' 
My basic disappointment 
with Valhalla stems from its 
coldness. Despite all the 
things “you” can do, the life 
of the place seems to go on 





Groucho 


Producer: Automata 
Memory required: 48K 
Recommended retail 
price: £10.00 . 
Language: basic as hell 
but fun 

Author: The PiMan and 
others 


play is our salute to Holly- 
wood, that dream factory 
where everything was 
possible and where Groucho 


worked to make the world | 


laugh, says the blurb on the 
excellent cassette inlay. To 
make your dreams come true 
the certified lunatics at 
Automata have produced 


| another mystery adventure 


game with a worthy prize for 


“|| and eating loads af food | 


| about it 


| Use of colour: subtle and 


| has gone further with 


Cep | and an expensive game to 
Considering how much | b 


Graphics 95% 
| Playability: 90% 
Getting started: 95% 
Addictive qualities: 60% 





"secret of Pimania, the secret 


| Concorde to JFK, and then 
onto Los Angeles, stavingat 








without you. Apart from |. 
dying of starvation | found || 
could stand stillfor ages and. 
no one bothered with me.| 
There's a touch of al. 
travelogue about itall — just). 
walking about seeing things | 















E 


think it might have had a 
better impact if there was. 
more danger immediately. 


Alotol program, nodbubt | 
but much less]. 

excitement than | thought) 
there would be. Still, if you | 
like adventure games, this | 
one is going to keep you | | 
occupied for hours and | 

hours. 


COMMENTS 


Keyboard play: excellent 


E 


complex, excellent. 
Graphics: excellent 
Sound: average = a 
General rating: anexcellent | 
program all round, which ! 
graphics than any adventure 
game yet, butwith 
reservations abouttha 
ultimate appeal of the quest, 


uy. 


Use of computer 94%. 


Value for money: 55% | 
Overall: 81 to Yo 





the winner. Judging by the 
difficulty in giving away the | 
prize for uncovering the | 


in Groucho must be easierto 
find since you have to 
complete a slogan in not 
more than ten words that is 
dafter than 'We put someting | 
in computing! This implies 
they expect more correct 
answers by the 1 June when 
the competition closes. 
Somewhere in the depths 
of My name is Uncle 
Groucho you win a fatcigar, 
the name oí a Hollywood star 
is hidden. Should vou be 
lucky enough to guess lt 
correctly and be dafter than 
anyone at Automata then 
your prize will be a trip for 
two to meet the Hollywood 
star in person, flying 


the famous Waldort Astoria 


à Newsfietd Publication 41 





| versation 






aboard the QE |l, and £500 
spending money. 

TO WIN 

This is all you do. Risk your 
sanity in Groucho and the 
PiMan's America, where the 
currency is fat cigars, travel 
is by space shuttle and 
covered wagon and con- 
is by way of 
Groucho Marxist jokes made 
worse by interruptions from 
the FiMan. Needless to say, 


| in the time allowed none of 
| our reviewers got very far. 
Fortunately none. of them 


was silly enough to fall for 
fhe opening question, 
Pimanianes one and all... 


GENERAL 


The program is slow to 


|respond to input commands 
but Automata seem to have | 
become a law unto them- 


Sselves in this respect, and no 


| doubt addicts will suffer very | 
tre from this drawback. As 
usual the program offers | 


little in the way of help to get 
into the game and no hints 


'on playing — Groucho, after 
tail, was not noted for his 


kindness towards idiots. 
CRITICISM 


| find it impossible to rate 
accurately a game which is 
designed to be a cult, and 
one which takes so long to 
probe that vou cant see 
enough of it to be fair, As far 


jas | got, which wasn't very 
| far, itappeared to be as satis- 


fyingly obscure as PiMania 
and pretty wierd too. 

The graphics are, if 
anything, better than in 


| PiMania. The opening street 
scene with 
“Groucho lurching up and - 
down is very good. The 


an animated 





42 A Memes tinta Publication 


in New York, cruising home | 





retusal of an input is also fun, 


as the program has | 
obvious!y been stocked with 


typical responses. | wonder, 


though, how much you need | 


to know about the Marx 
Brothers and their films to 
get anywhere. 

Idontknow who Groucho 
is, and I've never seen any of 
these films mentioned on the 
inlay card. Em afraid [didn't 
enjoy PiMania either. | 
suppose Automata will say 
Em just an alien-zapping 
arcade moron, but then | 
think they're a bunch of left 
over hippies. But my dad 
enjoyed the cigar that was 
stuck to the review cassette 
— thanks. 

There's not a lot you can 
say about this game - either 
you'll love it, or hate it. 


| Technically, the graphics are 


very good and fun, the 
response times are slow, and 
getting anywhere is difficult, 
which is as it should be. Fun 
anyway, 


COMMENTS 


Keyboard play: slowish 

Use of colour: very - jd 
Graphics: very goo 

Sound: generally good, 
though a bit repetitious 
General rating: hard to 
define, everyone seemed 
unsure of an exact definition 
beyond, if you liked 
PiMania, you'll like this. 


Use of computer: 70% 
Graphics: Ta%o 
Playability: 65% 
Gelting started: 65% 
Addictive qualities 59% 
Value for money: 65! 

| Overall: 665% 





Light yur fat cigar and stalk the streets of America with Uncle Groucho. 














My Kingdom tor a Harley! The rideriess bikes await. 





Rider 


Producer: Virgin 
Games 

Memory required: 48K 
Recommended retail 
price: E5.95 
Language: basic with 
some machine code 
Author: Roy Poole & 
Terry Murray 


The authors of Virgin's YFomp 
have again come up with a 
quasi-military theme. The 
object of this two-part game 
is to parachute into enemy 
territory (you're an agent 
from M15) and land on a 
motorbike, then escape on 
the bike, checking out the 
enemy's mined rõads. You 
do this by weaving In and out 
of the mines which for- 
tunately still have their 
markers on so you can see 
where they are. 

A sensible menu appears, 
towed on behind a plane 
which lets yôu choose bet- 
ween one and five players, 
and skill levels ranging from 
001 to the coveted 007! The 
game commences with the 
plane roaring across the 
screen and vou falling out, It 
then cuts to à second screen 
where you are seen floating 
erratically down under your 
parachute. Along the base 
riderless motor bikes slowly 
pass by. These have been 


| provided by the Resistance, 
| although how they get so 


many riderless bikes to move 
along and without theenem 
seging them is not explained! 
The idea is to land neatly on 
one of the bikes. 

Thisisn'tas casytodoasit 
sounds. At the last moment, 
just when you think you've 
got yourself lined up, the 
harness is released and you 
drop. you miss a bike it's 
back to the top. 

The second part starts 





| immediately you land on | 


one. Here you get a head on 
view as the bike with 'you' on 
it races down the heavily- 
mined road, You can swerve 
left and right, accelerate or 


brake. If you hita mine, that's | 
it, On the higher level of diffi- | 


culty the speeds increase 
and more of the mines are 
live. Although the patterns of 
mines remain much the 
same from game to game, 
the mines which are active 
are never tha same. 





Screen 2 — dodging the marked 
minas, RIDEA. 


CRITICISM 

Both sections contain large 
graphics, although I'm sure & 
much better job could have 
been done with the clouds 
which resemble those you 
used to get in old Atari 
combat games. Landing ona 
bike is less a question of skill 
than luck and eniy having 
one life is extremely irritating 
as you have to go back 


| through the menu again.' 
Although the rider veers | 


across lhe roag, nicely, 


banking on the turns and so | 
on, it seems silly having a | 
'brake and accelerate key 


which cant be used while 
you're pressing left or right. 


| tn thê end this isn't very 


ptayabie and | can't ses any- 
one coming back to it after 
the first tima.' 

The graphics are reason- 
ably drawn but overall the 
colours arent pleasing. 
There's quite a lot of 
jerkiness to the movement, 


and despite all those bytes | 
on the loading one wonders | 

















why they had to put a self- 
' destruct in the program if 
| you try to break in. Would we 
| s8e more BASIC than code”? 


COMMENTS 
Keyboard positions: 
reasonable 
Joystick options: nône 
Keyboard pas: responsive 
but you can't brake or 
accelerate while veering left 
or right 
Use of colour; average 
| Graphics: average 
Sound: continuous but 
unadventurous 
Skill levels: seven 
| Lives: one 
General rating: fair, could 
have been better 


Use of computer: 45% 
Graphics: 55% 
Play ability 50% 
Getting started: 60% 


Addictive qualities: 45% 
Value for money: 45% 
Overall: 50% 


MORRIS 
MEETS THE 
BIKERS 
Producer: Automata 
Memory required: 16K 
Recommended retail 
price: £6,00 
Language: machine 
code 

| Author: S Curtis 


Automata arent exactly 
“noted for bringing out many 
arcade games, preferring 
their obscurantist misadven- 
tures like Pimania and 

Groucho. So its really 
thrilling to get a zappo game 
from them — mind you, you 
cant get away from the 
rPiMan that easily because 
he's the owner ot Morris of 
the tiile. And as an added 
bonus, in answer to those 
record companies who keep 
boring us with their 
computer programs on the 





Automata gives you, 
absolutely free, a tasteful 
Fendition of Leader of the 
' Pag by the incredible Lady 
sinclive and the PiMen. If 
you re into biker songs and 
butchery then you'll love this 
hit single (say no more!) 


| g90d, 


flip sides of hit records. 
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MORAIS MEETS THE BIKERS In lhe 
largest N.C.P. In tho world. 





Morris has been abandoned 
in a multi-storey car parkand 
he's desperate to get out (he 
gets claustrophobia). Your 
task as Morris is to drive 
around the car park 
collecting coins (you need 
ten) to feed into the stot on 
the closed barrier. Un- 


fortunately the Phaantom, | 
| Phreaky, Phearsome kami- | 
kaze bikers from the planet | 
of Morris Minor are loose in | 


the-car park and running into 
them caúses severe loss of 
life (yours, of course), 
Additional hazards are walls, 
tyre clamps, carbon 
monoxide fumes, tin tacks 
and huge parking fees. All 
this drama is played out 
against a background of 
falling fuel supply and the 
hard concrete ofan uncaring 
carpark. The only way bet- 
ween multi-story levels is to 
use the rather unreliable lifts 
at either side. 

“Should you be clever 
enough to collect sufficient 
coins you may leave the car 
park by the exitatthe bottom 
right of screen which 
promptly dumps you in 
another car park. There are 
nine in all. You do have one 


| weapon at least — a magic 


horn which zaps the bikers. 
Good packaging with clear 
and concise instructions 
leads you into this unique 
and very playable game. The 
hazards are everywhere, 
from tin tacks to fumes 
which knock you out for five 
to ten seconds. The lifts 
looked as though they had 
seen beiter days! Morris has 
à nice use of colour with 
detailed graphics, 
although there wasn't much 
use of sound, just the horn 
tooting and end of seren 


bleeping. Each screen is | 


harder than the last. 
"Automata are trying to 
cash in on their much talked 
about Pimania by putting the 
PiMan into a Moggy [Morris 
Minor car). The graphics are 
good and the game is fast 
moving. Control keys are 


user-gefined, which is al-. 
ways useful. The Leader of | 


the Pac siíngis on the other 
side is rather odd to say the 








“Feast - even distastelul' 


Lurching over the tin 
tacks, suffocatina with car 
ftumes, avoiding mad bikers 
from a bygone age and 
paying exorbitant parking 
fees, it almost sounds like 
real life! However, | think 
losing a life for illegal exits 
from acar parkisab ttough! 


| Great graphics with a nice 


chunky look to them. This is 


definitely an original game | 


and itcanall be enjoyed with 
the volume full up on your 
cássette player as Leader of 
the Pac blares out! 


COMMENTS 

Keyboard positions: user- 
defined five keys 

Joystick options: Kempston, 







LUNA 
CRABS 


Producer: Micromega 
Memory required: 16K 
Recommended 
price: £6.95 - 
Language: 
code 
Author: Meryn Escourt 


You're a part of the Solar 
System Resources Research 
team down on one of the 
Saturnian moons, taking 
samples and away from your 
craft, when suddenly you 
find yourself surrounded by 
nasty red crabs which spit 
green acid gob at you. 

Fortunatley you have your 
guided missile cannon ta try 


machine 


| and keep them at bay, but 


they're all around. This is a 
3D game which shows you 
the view of the mountainous 
planet's suriace with the 
cannon in the foreground. 
As in such games as 3D 
Tanx, a hit from the green 
goo on the gun turret means 
a loss of a life. 


CRITICISM 


simple, although the crabs 
scutter about very realistic- 
ally, and the cannon fire 
fades away into perspective 
nicely. Although this is very 
playable, it tends to pall quite 
quickly — and you can't get 
back to the ship sitting so 
tantalisingly a short distance 
away. 

1 would expect a little 
more for the price, especially 





| Overall 





although AGF and Protek 


| with user-defined keys 


possible 

Keyboard play: responsive 
Use of colour: average 
Graphics: good 

Sound: good 

Skill levels: gets harder with 
each screen 
Screens: nine 

Lives: four 

General rating: good 


80% 
75% 


Use of computer: 
Graphics: 


Playability: 80% 
Fis started: 70% | 
Addictive qualities: 65% | 


Value for money: 75% 
74%. 


Overall: 


retail | 


Dressod LUNA CRABS gre on 
tonight's menu. 

as it loses its appeal and ba- 
comes repetitiva. 

The crabs move about 
very well, and are as coward- 
y as one would expect. 

hooting them isn'ta simple 
task as the “guided" missiles 


| are only so by virtue of the 
fact that they follow the | 
| Swinging path of the turret. If | 
keep swinging about, | 


you | 
sea sickness s00n sets in. In 
the end, not very addictive.' 


COMMENTS 


Keyboard positions: good, 
tzero left/right rotation and 


| guide missiles, 9 to fire 


Joystick options: none 
Keyboard play: responsive 
Use of colour: good 
Graphics: good 

Sound: average 

Skill levels: 1 

Lives: 5 

General rating: playable, but 
not very addictive 


Use of computer 70% 
Graphics 72% 
Playability 
Getting started 65% 
Addictive qualities 40% 
Value for money 55% 
511% 


Reviews continue 0n73 | 
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MAIL ORDER 


ORIC £6:95 SPECTRUM £5.50 
Price includes postage and packing 
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CRASH GAME OF THE MONTH 

Welcome to the CRASH Living Guide! In the next iew pages 
“ you will find an amazing amount of games software 
| revigwed in brief, and every month the section will be 
getting bigger as the current month's new games are added 
to it, We've tried to be as comprehensive as possible in the 
time allowed, but anything we've missed out, you tell us 


ME aboutitand we'l! inchide feia tro following issue, 


Each month ..> sha!l be taking a few of the olcer games 
and looking at them in more detail, The one on this page will 
be our Game of lhe Month. To gethere, it's: oing to have to 
be good! This month the accolade goes to Jungle Trouble! 
by Durrell/Martech, our reviewer is Matthew Uflindell. 


Jungle Trouble is one oi those 
games where you are told in 
advance everything that will 
happen to you, how to go about 
certain tasks, and where you 
can see all of the sections on 
one screen, To getaway with 
that the game must be good — 
and it ls! 

Atthe beginning you are 
asked what playing speed you 
want. 1 being fast and 4 being 
slow (well, slower anyway). 
When you see the screen set up 
you may think it all looks easy 
(like Ldid). Justwait till the 
game starts! Three monkeys 
scamper on from the leftand 
settle down on the right, at the 
bottom, Then three men come 
on after them and stand around 
at the left. A nice touch |s that 
one realrses he's in the wrong 
piaceand goes back to 
reappear within the frame of the 


instant death. For jumping the 
river, judgement and timing are 
critical — aslightsiip of the 
finger and the all important 
jump timing islost. You fall 
head over heels in to the water 
and into the croc's jaws. Butit 
you're quick Faglo can run back 
to the bank. Falling In loses the 
axe! Getanother. 


f j playing area. Allthis is very 


- nicely animated. A clock below 
— thaman starts and the game |5 
under way. 

Firstly you must use the 
stepping stones to jump across 
a river. As you back up to the 
left of the screen for your run up 
vou callectan axe, which is 
signified at the base 0Í screen. 

a Jaw-snapping crocodile lives 
the river, so falling in means 


“Qneé across pr river you 
climb ladders to the second 
level where you are faced with 
four trees which must be 
chopped-down with your axe. | 
takes several blows before the 
tree shakes and you step 
sharply out of the way to avoid 
being crushed by the falling 
tree. It's also at this point that 
the bored monkeys come into 
their own, you watch you'll 
see one get up and disappear 
off the screen to reappear on 
vour level. He'll steal your axe; 
although Tits still sharp 
enbugh you can killhim with dt. 
Hits very blunt he may kill you. 
Once stolen it means going 
back for another. Over the river, 
jump, jump, jump! 

Alter clearing away all the 


trees and using several axes to 


do it, another set Of ladders ; 
takes you to the third level. Here 
you must jump upat the right 
momentto catch hold of a 
swavingrope and swing across 
afiery pit. Getting to the other 


side safely triggers a chasm to 
openup, which has to be 


iumped. Then you're home — | 
haven't managed that yet! 

Throughout, th. graphics are 
fantastic and there's good use 
ofcolour and sound. Nice: 
details like the monkey that 
scratches his head ifno one's 
on the second stage, Generally 
avery addictive and worlhwhile 
game, 


The monkeys are ilching fora go. One tree down, three to go... 









| Thisis the heart of the magazine! Aperpetually updated 
guide to Spectrum software. It is intended as a brief but 


detailed criticism of the games (although we willalways 
reflect the original reviewers' comments in the eintry). 
As the issues progress, you will always be able to find 
the detailed review of newer games by looking at the 
game title — the bracketed figure next to it will indicate 
the issue of CRASH in which the detalled review is to be 
oia Obviously that will not be the case in this first 
issue, | . 

The mammoth task of ensuring thatevery programfor 
the Spectrum gets reviewed in brief for this section still 
goes onas wegotopress,socertainly forthenexttwo or 
three issues The Living Guide won't be thoroughly 
complete. 

Programs are listed under convenient headings (alist 
Of the headings is given below). As more and more 


comprehensive listing for ready reference and not as a 


- and such joystick may be used — this is a convenient 


such interface may be used to control your joystick 










INVADER/ GALAXIAN/ 


PHOENIX 


more sophisticate: 
ix games continued il 
listed under this head 


versions have not stood the test of 


ELree 
Rd 


lhe place in an 
manner. Phoanix 


| pe to hit, allen meigors 4g well. and 
inall 


main mosl versions are very alike and 
rã down to a maller of personal 
| ENDICO. 


“ARGADIA 

| Producer: Imagine, 16K £5.50 
Generally Considered to be the bes! 
| Ehoot'em up game around, Alians 
comeindroves from the right, Bach 
|-wave moôra suicidal than the'tast. 

| 'Continuous fire and thrus! fto hall 

| fhe screen height only) with godd 
keyboard posltións, Excellant hi-res 
emooth graphics. Joystick: | 

| Kempston (and solttnk 11) or Fuller. 
| Addictiva and difticultto master. 
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nº a Arcade: 
 Invadar/Galaxian Phognix 
| 4 Asteroide and Space Games 
“fa Scramblo/Detender/Missila Delenco 
Pta: | Cockpil Games 
4 E: | Mazo hames 
host Gobbling A 
Platiorm Games dW 


Ato brespio-crawilos 
E 

Grid Games 

Paintera 


Miscalianaous 
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Space Invaders began it all and the 
Balaxian and 


games | ing ara 
among the oldest avallabia for the 
Speclrum. Consequently Fem 

me 
| as well ag others. In Invaders seried 
ranks of varlad aliens jiggle across the 
lower and lower. 
ê lack in lesser numbers 
bui make up for itby swooping all over 

nsportamaniike 
many HE ames ara similar, | 
but the allang are blrd-llko, there are 


ya molhership to destroy. In the 


ASTRO BLASTER 

Producar:; Quicksilva, 16H £4.95 
Author: John Edwards 

Quigksilva's qo at gataxian/phoenix 
is creditably fast and difficult to 
master, featuring five atlack waves in 
throe phases — Cybird, Meteor and 
Plasma, each ol which have their 
own characteristics. Oddly enough 
the first wave is lhe most difficult. 
Tou'ra given five shields, Grápiics 
and sound are neat. Joystick: 
Kempston. 


COSMIC GUERILLA 
Producer:Crystal, 16K £5.50 

This game isa Copy ofan arcade 
shoot em up and almost makes a 
category of its own. Aliens stand in 
several vertical columns on gither 
side ol the screen. The centre block 
a stackolhumans and your three 
space shipa (and lives). Four shipis 
| atthe base, liring up, Aliens zip 
across to the centre, grab à human 

| and abduct him to the side. 
Eventually they can get atthe thres 
ships and steal those. For each one 
hey get to the side you iose a life, 
Too rapid fire shortens the rarigae so 
its better to ba accurate than fast. 
Features fast motherships that zip 
along the base justabove your head 
and fire at you, rapid mutants and six 
diticulty levels. Joystick: Kempston, 
Recommended, 


FIREBIROS 

Producer: Softak, 16K £5.95 

Author; Gragme Devina 

À Classtc phoenix. Fire rate and 
left/right movement are the best 
we've Sean. Begulitul graphics 
featuring red Firebirds, blue 
Bombers, and white Weavers inan 
Intricale dance of death. 100 percent 
machine code; Very diflicultto get to 
see the mothership, but worth It 
Highly recommended, 


“+ 
GALACTIC ABDUCTORS 
FProduter: Anirog, T6K £5.95 
This version features large animated 
graphics, Tha aliens weave fancitul 
patterns when attacking and have 
the cute habitof eating your 
pptaadam when you're pec idersgpdi 
only throwing back their skulls. 1 
percent machine code. Hi-ecore. 
Joystick option. 


GALACTIC TROOPER 
Producer: Romik, 16K £5.99 
Author: tan Morrison 

Hallway between an Invader and 
galaxian type, this three skill level 
game offers reasonably attractive 
graphics and plenty of them. You're 
at the base liring up at ten bomb 































| Above them a motharship floats 


| again. To hitit you mustblast outall 
| Tive aliens from a rack so you can fire 


| appesarto be a factor, rather luck. Hi- 


- Skill levels and attackers more 
| resembling invader aliens lhan 


| continuõus fire is wrong for the slow 


| GALAXIANS 
| Producer; Artic, 16K £4.95 
| À good copy and a classic version 


| INVADERS 





- 


games come onto lhe market, software producers are | 
inclined to move away from the old arcade copies we 
have become used to, and this naturally makes the task 
of slotting the games into a convenient category harder. 
On the other hand, it means we are getting better and 
more interesting games to play. : 

Under each heading,. programs are listed 
alphabetically by tie, we then show the software 
producer's name, memory required to run the program, | 
its recommended retail price and, where known, the | 
author of the program. 

Reviews show as often as possible what joysticks may 
be used with a program. Programs that have the cursor 
keys and Q for fire may be used with either a Protek 
interface or the AGF !!and this is usually Indicatedinthe 
entry. Where listatesthat thereisno joystick option, 
this means none is provided — by the producer. 
Naturally, |f you own a programmable joystick 
controller like the AGF or Stonechip, you will still be 
able to use this. In the entry it usually states that such 
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shortening, since we obviously mean that such and 
(which may be of any make). 


raçks containing five aliens per rack, 


Jazily from left to right and back 


through the gap. Aliens reproduce 
fastlFórmores points there are a few 
saucers thai venture out, bul they're 
gasy to hit. The aliens drop bomba 
on you but the screen isso full that 
the dropping distance is smalland. 
thay are hard'to dodge. Skill doesn't 


store. Joyslick: Rempston or 
Sinclair, machine code, only average 
value tor money. 


BALAKZIDNS 
Producer: Mikrogen, EK £5.95 
One oftheo weaker games with three 


anything else. The rate o! 


attack patterns, robbing ihe game of 
any excitement, Works with 
Mikrogan || joystick, Machine code. 
One or two player games. 






change from ravening aliens | 
suppose) and Chico must carry bags E 
of money lrom one side of lhe id 
screen to the other under the partial 

shelter of four blocks whichare 

being eroded by the falling 

hammérs. In between the sheltors 

Chico can nut the hammers tor 

points, butaiter tenhe gets a 

headache and must then nuta red 

aspirin hammer, Hammers hilting 

his body instead of his head lose a 

lite. Getting à money bag across 

Bafely restores one shelter, Bady 

put together and rather pointiess. 


KAMIKAZE 

Producar; ARE, 16K £5.75 

Basically à galaxian game, Pityour 
witã againsi wave after wave of 
suicidal fighter aircraft which swoop 
dowron you dropping bomba. Clear 
twoscregns and yougeta bonus 
screen against easy-to-hit 
helicopters befora returning lo the 
main feature. Graphics are altráctive 
fa bitilickery and the mushroom 
shaped explosions are good. 
Continudus sound ofattacking 
aireraft uniess yóu drown them out 
with the sound ot your continuous 
fire. Hall of fame, no joystick optlan. 


SPACE INTRUDERS 

Producer: Quicksilva, 1EK-E4,95 

A close copy of Invaders with rather 
small graphics that work in 

| Character blocks, Fast bulóuto! 


with nine levels of play. hi-score, 
personalised scoring, one or tuo 
plavere games. Festures swooping 
Galaxians and hi-res explosionas. 
Joystick: Kempston. Machine code, 
Very good value for money, 


Producer: Artic, T6M E4.95 

ddlthough this is a standard and close 
copy oflhe original, the hisres 
graphies stand up quite welito the 
testof time. Nine levels of play and 
four variations of alien, 


INVASION FORCE 

Producer; Artic, 16K.£4,95 

Artic's engaging and addictive 
phoenix game has the mothership 
protected bya força field hovering 
above your base. Should your 
missiles hit it theyare returned back 
as three! The mothership is only 
vulnerable intts control centre. 
There are loads 07 bomb-droppina 
alians flapping around, Three lives, 
two skill levels and harder séreens: 
Neat touch — if your base is hitthe 
Artic iórry rushes Out to repair rt 
between lives. Generally 
recommended. 


HEADBANGER dale. 

Producar: Liamaso!t, 4EM [4.95 | | 

Liamasoft is one of ihose companies | SPACE RAIDERS 

that got famous fast, lhoughlooking | Producer: Psion, TEM £4,85 

atthis game one wonders why, The | Another close Invaders Copy with 
sky is reining hammers (makes à better graphics than Space 


[o 




























intruders, but stower and not 
particularly addietiva to play. 


SPACE ZOMBIES 

Producer; Mikrogen, 1EK £5.05 

One critic lhought this was pathetio, 
another liked it. Certainiy a qualmy 
game, Fou're at the screen base. 
firing up ata bunch of highly 
-coloured alien zombies which chug 
“about the screen like a train, getting 
longer wilh aach screen. The 
graphics are big, there's continuous 
tiro, a nite moving star background, 
“and the main feature is lheerratic 
and highly unpredictable movement 
ofihe aliens. Three Speeds, one or 
wo player games, plenty of levels (at 
least six before | got killed off), 
Joystick: Mikrogen ||, gõ0d value 
but not ternbiy addictive. 


TERROR DAKTIL 30 

Producer: Melbourne Hovse, 48K 
£A. 95 

Not, you might think by the title, a 
galaxian/invader type game, butitis 
really. There's a 3D landscape and. 
2D massed Daktils in the distance 


ASTERDIDS/SPACE 


With some exceptions, Asteroid type 
games tend to be less colouriul tan 
most arcade programs = somo ara 
virtually black and whlte, but tha 
category Is sil ong of dhe most 

ular. Also Ingluded under this 


heading are space 
ver His te ta 


CONFUSION 

Producer: Blaby, 484 £4.95 | 
Therg's something ota trogger feel 
to this uitra-fast game. Alien ships 
zip-along parallel tracks ahich you 
must traverse, shooting them for 
points. Impossibte without a joystick 
and diMicultwith, ques with 
Kempsion or áfGF or Protek, 
Generálly loss ijhan one expects 

- from the usually excellent Blaby 
peopla. 


BLACK HOLE 

Producer: Fantasy, 16K £5.50 

| Centre soreen is lhe Black Hola, 
from which emerge three Lypes of 
alien craft. Two of your weaponsara 
deflected by the force of the Black 
Hole, which makes alming dificult, 
and the third weapon has a limited 

| range, Indiscriminate Shooting leads 
“toloss of power, and the allens fire 
back. Tomake matters worsethere 
is space debris to avold on the left ol 
screen, the aréa to which you're 
confined. Control in eight directiona, 
but too many keys make this game 
hard to enjoy, and there are too 
many for a joystick to handle. 


COSMIC DEBRIS 
Producer: Artic, 48K £4.95 
Anarchetypal 'asteroids game with 
| hardiy any colour atall. Hollow 

| outlines for the asteroids which 
| Shalter into smaller fragments when 
hit. Rotate, thrust and hyperspace 
| and typirçally nasty iying sáucers 
| thatappear when you don't! need 
them. Twospeeds (fastand suicidal 
— and they mean HH) with bonus 
| shipsfor points. A game thisfast 
should have continuous firefaciity, 
| butdossn't, No popular joystick 
| Ageility. Good valve tor asterord 
addicts who like a fast game. 


DEEP SPACE 

Producer: PSS, dBK £5.55 

A standard version of asteroids with 
rotate leftand right, thrust, 
hyperspace and fire, wrap around 
screen and alien ships. Cant 
commenton lhe game's quality 
sinco none of our three revigw 
copias would load. 


JETPAC 

Producer: Litimata, 164 £5.50 
There's not much-can be said about 
Ultimate that hasn't already been 
said. Graphiós and présentation are 
of the highest standard. In Jetpao 
YOuU-mus! get your spacêman to 
assemble a rocket and fuel rt, stedl 
às many gems as you canand avoid 
the irete aliens or ki them with tha 
laser. When assaembled the rocket 
takes off Tor amother planet to 
punder. Re-assemble the ship after 
five planets, Five levels of different 
aligna. Joystick: Rempiston. One or 
Two player games, continuous tire 
and movement in eight directions. 
Highly recommended. 


KOSMIC PIRATE 
Producer: Blaby, ABK E4.05 


astorolds. 


É JJ di E 
moving jsut like space Invaders. To 
hitthem you must get the 
dimensional irajactory of your 
ballered' Cannon correct, 
Frequentiy one will swoop down on 
vou in very gõod animated line 
drawing. You getmore points for 
nittirg the swooping ones, but t's 
safer to dodge them. Notupto 
Melbourne Houses usualstandard 
rd ha sound — what happened to 
it 


THE DETECTIVE 

Producer: Arcade, 45K £5.50 
Another game which sounds 
uniikety as a galaxian Lype 
comtender, but then, we coutdn't 
quite figure what the tits had to do 
with the game. But itisa 990d game 
anyway. Nice packaging as usual 

| from Arcade end reflectad in the 
graphios, Avoid the falling objects 
which change charaçteristie by level 
| orshoo! them for points. Tyres (M) 
form vp like thundercloyds and fall 
on you, à wretched dog keeps 
Stealing your points. Avoid him by 
using lhe wrap-áround screen. 25 
ipvela. Joystick: Kempston and AGF 
or Protek. Good value. 


 WINGED AVENGER 

Producer: Worktorce, 16K £5,00 
something oia culi among galaxian 
tars; with two options (2-part load) 
tor the“brave' and 'also-rans'. Six 
skill levets, laser, torgefiald barrier 
and simple but effective graphics. 
This is a fast game for the-experis — 
| novices might not even realisa 

| heyve lostall their lives. 
Disapoointing graphics and 
ultimately not of lasting appeal, 




































which you must plunder, guiding 

| yôurship through the heavy alian 
space traífic. deceptively simply 
looking game with good graphics 
and sound and really a 'Irogger 
variant. MC. Joystick: Kempston, 


METERDIDS 
DK Tronios, 15K £4.95 , 
Ina way ils as well this game is in 





amas whichhave 


There's a factory below on the planet. 





the cheaper bracket because itisn't - 
Bverygood program. The 
graphics are jerky in movementand 
lhe relative speed of craft to 
asteroida is too siow. Worst of al 
you can oniy use one funótionata 
time so you camtfire white rotating 
or thrusting. There ls a useful 
'tedetine' function which allows you 
to change keyboard options and 
alter thá way in which lha game 
plays. No joystick facility, unless 
redafined to cursor keys to use AGF 
or Protek. 


METEDR STORM 

Quicksilva, T6K £5.95 

Mercitully, Quicksilva have proved 
their Originalty in the games field by 
going onto games which make this 
one look as silly as tis E you like 
asteroid games then this is pretty 
tast. Simple outlines hover in a blank 
black space. Ship orientationis in 
elghtdirections using all the number 
keys which means you can't 
concentrate on the game. 


PLANETOIOS 
Producer: Pston, TOM £4, 05 
À very good copy and a classic 


| version with the best graphics ot'the 


hot. Nice bright yeltow asteroids 
which shatter satisfyingiy. À bit 
stow, although the shattered 
iragmenta change direction and 
move faster. Alion ships are well 
defined graphicelly, Using 2/X for 
rotation and SPACE/ENTER tor 

re /thrust is quite good, but H for 
hyperapace takes some getting to In 
an emergency. No skill levels, which 
means the addietivity rating Is low, 
but quod válue at the price. Nó 
joystick option, 


SCHIZOIDS 

Producer: Imagina, 16K £5.50 
imagine Come up with some of the 
best games — this Isn't one of them, 
Frou're supposed to clear thespace 
lanes of civilisation's dobris by 
bultdozing tinto a black hole in the 


| centre of the screen, The graphics 


are black and white, though -nicely 
drawn but the game |5 contusing. 
Joystick: Fuller, 


SENTINEL 

Producer: Abacus, 15M E5.00 
Prevent lhe enemy from attacking 
tha five Sentinel space stations with 
your four ships, Caretul though — 
your three remaining ships (lives) 


aro docked with [he stadonso your | 


protective screen isn'taffective you 
can loge lives before you ve even had 
a chance to use them! Enamy comes 
in various forms and meteroids make 
Lie impossible aí limas. Four 
weapons are laser and a guided 
missito so you have to contend with 
le ft/right rotation, thrust, laser fire, 
missile fire and two controls for 
guiding |t, which makes Sentinel a 
ame for the four-handed player! 

h, and there's a force eld forthe 
station — five-handed player! A 
good fast and furious game. Good 
value, No joystick option. 


AA 


| lhe nearestdashing to your cratiand | 
| partial safety. Unfortunately the sky | 


| This game has an essential 












SHUTTLE 
Producer: Blaby, 48k£4.95 ? 
Take your shuttle crait from the 
mothership and descend to two 
specially crested landing spaces on 
tha planel's hillysuriace to rescue 
the stranded astronavts, which 

stand on the hilisides waving their 
arms frantically. You can only take 
oneata time and landing resulta in 

























































is crowded with bi-directional 
meteors. Thegraphics are cute and 
lhe sound very go0d, buttheiniay 
card suggests you can fire at 
something when you can't. Avoiding 
tha meteors 5 simply done by 
dodging them la sorto! frogger). 
Not the most addictive ot Blaby's 
games, but still very playabla, 
Joystick: Kempston, AGF or Protek. 


SPECTAOID STORM 

Producer: Abgrsofl, 48K EM. 05 
A very new astarold game and one.o! 
the most cotourful wih a pretty | 
packed screen. Wrap around action 
and muki-shaped objects. Good 
acceleration and braking but 
requires a tender touch as lhegeton | 
is quite violent. Hyperspace, no 
diMiculty levels. looks g00d but il 
needs more playability to putitin the. 
top rank. Joystick; Kempston, AGF 

or Protek. 


VIDLENT UNIVERSE 
Producer: Fantasy, 16K E5.50 





































difference — instead of firing ahead, 
you lay gas clouds behind you to 
destroy the allens, The aliens áre 
made 01 anti-matter, so às they rush 
headiing into your vapour clouds 
they're anihiated. You must 5toré 
1000 points within 40 seconds to get 
to thenext level, an idea which 
makes this game extremely addictive 
to play. Wrap around screen, &- 
directional movement Ina very 
Crowded screen. Hiding inside one 
of your vapour clouds isa snesky 
way ofavoiding death, Joystick; 
Kempston, AGF, Protek, Fuller or 
Mikrogen dl. Good value. 
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MISSILE DEFENCE 


“| For many arcade enthusiasts defender 

“| and seramble games are the kings of 

| vino. shoot gm ups. Thay require 

quick reflexes and excellent hand/eye 

“| control. Of the home computer they 

“| demand programs wih sênsibla 

| control key layouts or joysticks tor 
j qu e ara E sy 

ya mission against à hidden enemy 

| base, whereas às in delender games 


É a must rescus hun the same 
| time. In eilhar case the gama (5 played 


“| im profite, showing the 1 prai of 
ho ground over which vo aré ind 
“| Missile defence Is simpler, showing 
| missilo traces di ing 


on your 
cities. You must quide lhe antikmissile | 


“| defence by sighting cross halrs at the 
“| leading po “ The 
Iraces. 


ARMAGEDDON 

| Producer; Ocean, 16H E3.90 

= | Thisverston is a classic missile 

=| defente game with excellent 
graphios, especially the sunburst 
explosions: The missile traces split 
into several traces, coming thicker 
and faster with each wave. The 

| available number of missiles in your 

“| armoury for cach wave |s shown ai 
the base of the screen and above 
that are yoursix cities which you are 

| protecting. After each attack wava 

the program updates your score and 

qities left. Niçe titte graphics and 

“and'card, Recommended. 


| COSMIC RAIDERS 
Produçar: Mikrogen, 16K E5.95 
“One of the tew times an arcade 
game has been improved upon, saia 
Personal Computing Today. That 
| might bea bitaxagoerated, but the 
graphics and control response are 
very good indeed. You must race 
actões the planet and destroy the 
align master ships in the lair, Tha 
| Cityscape bencath is densely 
populated and green grabbers keep 
abducling the humans. Knock oul 
the aligns with smart bombs, bul 
then you must catch the falling 
humans before they spiat. Hosts 0! 
other aleim fighters threaten you. 
Features long range scan, PEverSa, 
| Long range shows lhe whole 
distançe to travel. Keyboard 
posilioning is sensible, which is as 
well, as his game does not have à 
joystick facility. 


GROUND ATTACK 
Producer: Silversolt, 16K E5.95 
This ts simitar to 'Penetrator by 
| Melbourne House, but is nowhere às 
good a program, Is the sister gama 
to 'Orbiter”. Here you mustattack tha 
“aliens in their underground caverns. 
| Weapons are bombs and laser and 
there are fuel dumps tor points. 
Thrust and degeterate and nine-skill 
levels (dilerent speeds of play) with 
the cursor keys and 5 and O tor 
| direction and fire, which is notthe 
bast arrangement, No joystick 
facility. There are better value games 
arpund' of this type, 


HIDDEN CITY 
Producer; Eytewall, TOM E5,95 
Good. smooth graphics and three 
difierent itames make thisa very 
playabte game. No bombs hera, oniy 
a laser anda quickly used up fuel 
supply. The first part makes you fly 
across a plain towards a vertical cl 
| Enemy missiles attack from tha floor 
andirom the chi H you enter the 
cave otthe base o! the clifithe 
=pcond trame serolis'Heross; 
presunireg a maze containing fuel 


as 
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MÍSCRAMBLE/ DEFENDER/| 


enemy missile 


dumps. On surviving this there |s a 
scrambla' cavern with missiles and 
loatinig mines, and then lhe city to - 
destroy. Stx dificulty laveis, invisibla 
barrigrs and time warp. Joystick: 
Kempston. Po 


ORBITER | 
Producer; Silversol, T8K £5,95 
This isa much better game than 
Silversoft's Ground Altack and isa 
quod version of the classic 
'Detender ofarcade fame: The 
animated graphics are neat and the 
| sound amusing, Control kays are 
much better placed than in GA as 
well. Climb, diverthtust, reverse, 
hyperspaca, amart bombs and laser 
“alihelp you protect the humanoida 
from the marauding allen craft. 
Features an excellent long range 
scan, No joystick facility, MC. 
























































PENETRATOR 
Producer: Melbourne House, 4AR 
£6.95 ; 


Probably the definitiva 'soramble” 
game tor the Spectrum. Four rings Of 
delence surround the alien base. 
gach with its own problems Of 
landscale. Missiles take off 
continuously guided by radar units 
(excellent animation) which get 
more accurate if you fail to destroy 
enough of them. Special feature 
allows you to reprogram the game tô 
make your own landscape and altar 
the enemy's. defentes. Highly 
recommended. Joystick: Kempsoit |. 


REPULSAR 

Producer: Sofiek, 16K E5.95 
Author: Andrew Beala 

This is Boftek's version ot missile 
detence and itis a close copy ot the 
original, lts graphics are nowehre 
rear as quod as Qcean's 
| 'Armageddon'. On the other hand it 
does have lhe extra feature of plenty 

vt enemy planes buzzing around to 
destroy as weilas lhe missiles 
thamselves and the-explosions are 
salistactory. It is also faster to play 
than Dgaan's version, butsgomehow 
lass tun, One side of this tape is for 
the keyboard (with a dreadtul 
| layout) and the other side is for the 


HARRIER ATTACK 

Producer: Martech/Durreil, 16 
E6.95 

This game seemed to upseta lot of 
magazine reviewers because of its 
unstatad retfarence to the Falklands 
| War! Bad taste perhaps? In any 
event, a completely datt reason to 
give an excellignt game à poor 
review. You must take ofl from am 
aircraft carrier, dodge guided 
missiles tired at yóu from an enemy 
ship, then fly over a heavily 
defanded island, bombing the anti- 
aircraft guns, avoiding the enemy 
fighters and shoúting them down. 
Kesp your spead up or you run out 
of fuel batore reachimg lhe climactic 
bambing run on the town (Port 
Stanley perhaps?) Then its back to 


“COCKPIT GAMES 


[Thero are now à number of 





viaw through the space ship's screen, 
enough to make à category Of their 
own. We've d to call these 
'gockpit' games. This section does not 


| often have a viewscreen simulation, às 
they come under their own heading. 


THE BLACK PLANET 


Producer: Phipps Associates, 48k 
45 


£5.95 

Author: BG Cornhill 

A mammoth game for wet.Sundays. 
You'll need a printer or a note pad 
or a good memory, for the compiêx 
of instructions are on one side and 
the game onlhe-other. Your task | 





programs whichglveyoua forward | 


include any of the Trek games, which 





Kempston joystick. The inlay card 
doesn't tell you that key Mis for fire. 
Eight direcional movement, 
- generally okay, but notas playable 
és Armageddon. 


ROCKET RAIDER 

Prodluger: C-Toch, 15K £5.85 

This is the poor mán's“Panelrator 
and no mistake, The intay blurb 
promises à long range scan — but 
nothingappears on fexcept the 

| extremely limited landscape 

| avaitabte to fly over. Fly is hardiy the 
word — you only move ilthe thrust 
button is held down, and when you 
do that nothing else in the game 
moves except the lowering fu! 
gauge. Hitting the fuel tanks 
replenishes your tank and anyone 
can knock them off without difficulty 
because the missiles are easily 

| avoided and the flying saucers don't 
do anything. There's no danger.no 
thrilis amd no skill nesded. Keyboard 
positions are fine and the end oflite 
Explosion is the most imaginative 
graphic in the game. One or two 
players, poorly compiled machine 
code, no joystick option. The inia 
card dratra mai pratna key TP gives 
vou'up' and feverse”, They mean 'Z 
gives vou reversa. 


SCRAMBLE | 
| Producer: Mikrogan, 16K £5.50 
This is an enjoyvable copy ot the 
arcade original and a Nexible 
programas you re given a d-ontion 
menu (1.= missites, 2 = UFOS,3= 
Meteora, 4 = Fortress) which means 
you can leap from partto partas ão 
choose, or fight your way througl 
tha correct sequence if you re a 
| showotf, Three speeds with lhe 
| graphicsa bit shaky on fast. Usual 
lasers, bombs, fusl dumps, missiles 
with a neat 2-9ptlon on returning to 
the next lite where you leftofi;or 
| changing landscape esch time, The 
meteors are too difficult to be: 
enjoyabla, and the sound isn't 
amazing. No joystick option and the 



























keys are abitotahandiul (2= down, 
| 4=up, 6=brake, 7 =thrust,0= laser) 
and all lower row are bombs. Allin 
ali fun to play and good value. 








thealroralicarrier to land. Fast 
responses and tirst rate graphics 
(lhe sun on the sea is particularly 
good). Five skill levels. Keys are 
cursor (pity) with zero to fire, nine to 
bomb and SPAÇGE to ejact. Joystick; 
Protek or AGF on lhe cursors. 
Highly recommendad, 


to rid the space lanes of pirates 
whose home is on tha Black Planet. 
which às Invisible until you find the 
Key, which has been broken into 
seven parts and distributed on 
seven different planets, which each 
have a different arcade adventure, 
which each has diHerent key 
instructions, which means youve 
got to know it all backwards! That 
gaid, Us tons of fun. The cockpit 
| view with moving stars is very 
good. An instrument panel tells you 
where you aré in space, where the 
star base is or the planets on which 
you must land. Navigating |s-quita 
| difficult, but you get it right the 
sight of-a planet looming up Is very 
cimenatio, You can land manually 
or use the auto-docking leature. 
Between planeis you may well be 


- Excellent value and highly 


“Uruggian for keyboard control. The, 


| cantering the sight cross hairs, 


| simple 3-dimensional aliens work 


| well, Recommended. No joystick. 


| are and you jump through space to 


waves from the laft, some just 


attackod bythe pirates who know 
vou are after them, in which case 
vou.are into a furious dog fight. IES 
not-a game for a few moments. 


recommended. 


COSMOS 

Producer: Abbex, 16K £5.95 

The keyboard layout looks simple 
but is-contusing to play with. The 
view screen shows YOUr CONVOY, 
which you must protect. Enemy 
ships-infest space and so do 
asterolds. You have two lasers with 
continuous fire, Movement adjusts 
the field o! view to quite an extent 
but without à long range scan if's 
difficuh to anticipate properhy, The 
colours are fine, sound rather poor, 
but nevertheless, a gêms with good 
playability. Joystick: Remptson, 


GALAXY ATTACK 

Producer: Sunshine Books, 4BK 
E5.96 

This is a real zaparoony of à miga 
with loads of playability, but 
warned, you need to be an alien 
with three hands or a 1S-digkt 


program comes in three-paris; in | 
space as YOU approach lhe 
Uruggian's planet, you must 
destroy their waves 01 fighters by 


then on the planet's surface, where 
your landed ship 15 Surrounded by 
walkars and fighters; and then the 
finale attack on the orbiting mother 
ship. Control response is good, 
colour and sound excellent, and 
the simple response às good, colour 
and sound excelent, and the 


TIMEGATE 
Quicksilva, 48M E5,85 
Excellent moving star backgrounds, 
in 3D give a real space feeling tó 
this 5-skiHI level gâme. Long range 
scan shows you where the enemy 





the correct sector. Movement 
control is instant and keeping the 
enemy in your sighis |s à tough 
task helped by a joystick 
(Kempston). H you're successful al 
clearing the êntire galaxy you car 
land on the aliens' planet to refue!l 
before jumping the timegate to 
another Infested galaxy. Full 
damage status readouts. Highhy 
recommended. 


a0 SPAWN DF EVIL 

Producer: DK Tronics, 16K £4.95 
It's a bitota cheat—to keep the 
program. in T8K Lhe very long- 
winded instructions áre on one side 
o! lhe cassette and the game on 
the other, which is irritaling aí first, 
The viswscreen works well with 
stars defining movemenil, but 
control is exceptionaliy slugglsh 
and hitting the-alien swarm isa bil 
Hke nto kill anis with a pogo 
stick. In the enda slow and 
confusing game with no joystick 
option, 


ZZD0M 
Producer! Imagino, 48k £5.50 
we wailed long enough =probabty 
tne most famous and wanted nom- 
availabie game, probably a clever 
ploy on Imagine's part. Butit was 
worth the wait. Viawscrean Shows 
Ou & road over which you are 
hying with Httha humans on the 
hórizon whom you must save from 
the enemy bombers. These come in 





content to mipe cul numanity, 
others which turn and firo at you, 
wearing down your-ehdeld, If you 
survive two waves-wilhout getting 
destroyed or crashing into the 
ground, there's a desen infested 
with tanks, and the sea with 
submárines and ... Serolling 
graphics tor the titigs all hetp to 
make this a very memorable game 
and excellent value for money. 


| Joystick: Fullar & Rempstón. 
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Brrr! Deep in the contfines-of the 
trostyblue maze Pengy is pushing 
Res way outof trouble. Pengy'stro- 
sem wasteland 5 a random maze 
constricted of blue ice blocks 
raded by the dreaded Sno-bees, 
The sno-bee's sting is-deadly, bul 
Póngy can reiahate by squashing 
therm withothe ice blócks that he 


pushes around. Pengy is based - 


on one of thin years arcade 
SuCÓestos and his vergion 
capturês all ihe action and addié- 


lion of the original, Paçked full of « 


features, super smooth graphics, 
Hastvng and bonus blocks, double 
sedre. bonuses, diz2y bees, and 
hours Ol entertainment! 
ANY SPECTRUM. 
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100% machine code, fast, 
smooth, hires arcade action. 
Kempston, cursor key, joystick 
or keyboard operation. Games 
availabla direct E5.95 inc. 
p. + p. 24 HOUR DESPATCH, 
or from good software outlets, 
Trade ênquiries invited. Good 
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programs always wanted, 
ANY SPECTRUM. Full arcade foalurés, repéesiss grobbrira, 
tour coloured ghosta, dot and poe goi, very inbaligant 
chasingirunreng- ghosta, eat bue ghoste fr bónuses. 
tuna, normas or INVISIBLE mago. 10: detaram. setici- 


able levela 100% machina code sobr, pecelhent basi | 


14 LONER HILL ROAD. EPSOM, SU RREV KTIG BLT graphics. sound eMects and umes 
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| Export Orders: Please add £1.00 per tape airmail 


Xen New seem version of Z-Man now available at Êo. 95. 


x 2X Sp ectrumv 


nte 16K or Do is 


SPECTRUM VERSION OF' 
ARCADE GAME WITH FULL 
ARCADE FEATURES: — 


ZXB1 (16K) 
*ALL MACHINE CODE 
(10K) 
*FOUR INDEPENDENT 
GHOSTS 
*HIGH-SCORE “HALL 
OF FAME 


*AUTHENTIC ARCADE | 


ACTION 
*TITLE/DISPLAY 


MODE 
ONLY £4.95 INC. P&P 


FROGGY 


ZX81 (16K) 
*MOVING CARS, 
LOGS, TURTLES 
*ALLIGATORS, 
DIVING TURTLES 
*FOUR 'SCREENS' OF 
ACTION 
*ALL ARCADE 
FEATURES 
*ENTIRELY MACHINE 
CODE 
ONLY £4.95 INC. P&P 


*Fabulcur Hi-Res Colour Graphics 
*Authontiá Sound Etects + 3 Tunas 
“20 Logs, Swimming & Bring Turdes 
*3 Lares 0f Multi-coloured vohicias 
“On-sorman Score, Hi-Score, Tima-bar 
“Snaka, ddligators and Baby Frog 
“Top 5 High-Score inlals table 
“Demonsiation Game routine 


Your home-sick frog must lap across a 
busy mein road, then onto loge amd turies 
inthe river to memch satety ol the river 
bank frog-homes, 


THIS MACHINE-CODE GAME MUST BE 
SEEN TO BE BELEIVED!! 


ONLY £5.565 INC. PRP 
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| Maze 
sizes [this section excludes Pacman 


style however). Some of lhoge 
nado or mi Lo even sgem to | 


fit the categ 
| Will ses that In facl they are really 





MAZE GAMES 


mes come in all shapes and 


. but on raflecton you 
da [at laast, you might if you 


| ANDADIOS 


Producer: Sunshine Books, 48K 
ES. D5 
Androids boasis a vest mazo 


do ad with homicidal robotsand 
EE 


ungshine's version of 
Frenzy/Panic'. Armed with a laser 
tres in the directon you'ra 
pointing) and five lives, you must 


“find the hidden exit to the next level. 


Special panel's replenish your force 
field and laser power. ts a 'no win' 
game tor points. The graphics are 
good, nice animation and machine 
code makes tor high speed 
movement. Goodvalue for money 
and very playable. 


 ANDRADIO 1 


Producer: Vortex, 16K £5.95 
What wa have hero isa well thought 


“outand addictive rape of lharobots 


Frenzy Berserk game with five skill 


| lávels and cópious screens. Android 
| Higa superior robotand he hasto 


blast his way through the walls of the 
Complex towards, what? (A reactor 
actually, butwho caras, df's the 
getting there thal's fun). His enemies 
are several types of unattractiva 
mirante (attractive graphics) 


including Groupies (in groups), 


Wanderers (luny lonies), Skaters 
lithering around and hard to hit) 
and Bouncers who land on your 
head whan you're least expecting it. 
Joystick: Kempston. Recommended. 


CRAZY BALLOONS 

Producer: ASF, TOK ES. 75 

A simple maze made up irom. 
Drosses is only just big enough to let 
your waggling balloon through in 
places. Elsewheare vou must use 
precision and timing to squesze. 
through without touching. Lhe sides. 
Extra points for using the narromest 
passages, Perhaps too simplistic for 
most, but sHil not às easy as lt'first 
looks. There is a time limit. 


| Do DO 
| Producer: Blaby, d8K E5.50 


Notat first sight a maze game, but 
thisisone where you make your own 
maze tor protection from tha. 
dreaded Snow Bees which intest tha 
Arctic cê wastes where you, the last 
living Do Do, find yourself siranded 
(beat lhattor a scanario!) This 
innovative geme from Blaby has 
charming graphics and good sound, 
Basically you must shunt the ice 
blocks around to escape the bees or 
Crush them, If you're clever you can 
electrocute them against the walls. 


| Joystick: Kempston. Recommended, 
| EMBASSY ASSAULT 


Producer; [CL/Sinciair, 16X [4,95 


As the nation's top secretagent your | 


mission is to atquire top secret 
codes from the code room of a 
foralgn embassy, Actuelly all you 
have to do in this dreary game is 
wend your way through a 3D maze, 
up and down stairs and find the 
room, then get out, all timed against 
the Clock. No thrilis no spilisand 
very few lrilis. Each move means 
waiting interminabiy for the 


[gorridors to slowly build up. Nine 


teveis with the simples! taking 
seconds, 
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ESCAPE 

Producer: Now Generation, 16X 
E4.05 

Perhaps lhe most beautiful looking 
gâme yet for the Spectrum. Escape 
pits you against a 30 maze seen 
from stightly above só the horizontal 
palhways are obscurad by the 
hedges. Somewheré in there Is the 
key to the exit. As you enter a 
monstar shoots in and homes in on 
you inexorably. Get the key and he 
Speeds up. Gel out and you're back 
with a maze and Iwo monsters. Five 
levels and a 'no win' situation. It's 
depressing! One ot the most panicky 
games we ve seen. Joystick: 
Kempsofi ll. Recommended. 


ESCAPE-MGP 

Producer; Rabbit, 15K £5.99 

The Z80 processor bites back, Yes 
your Spectrum has gone berserk 
and you have been de-alomised. 
You must vç pe through nine levels 
while the MCP homes in on you and 
tries to destroy you. Escape-MCP 
features a series of simple but (as. 
becomes clear when vou play) 
tlendishly laid out mazes, 
represéntng tha logic paths ofthe 
processor. You start top left and 
must first reacha key and then an 
exitto the next level, Stowly and 
inexorably the MCP sight homes in 
on you andthe trick is to move along 


| the paths in such away that you 


leave yoursel! enough time to make 
tha key and exit. Not atallaasy. 
Cursor keys and user-defined, so 
almost any joystick can be used, An 


| addicively infuriating game and 


excellgnt value. 

ETX 

Producer: Abbex, T6/48K [5.95 

In 48K ETX speaks, though mostly 
what he says after the locquacious 
intro is 'Queh! ET 15 stranded on 
Earth searching for odd bits with 
which to construct a phonehome. 
The bits aré hidden in numerous 
wells, Ha's pursued by a mad 
professor and a nasty from MS (or & 
or something). Only 'young' Ernie is 
nice. Tha game is charming to lbok 
at but a little puzzling to play since it 
seems impossible to excape the 


* wretchad professor. Program 


contained on búth sides df the 
cassette. Joystick: Kempsion, 


FRENZY 


| Producer: Quicksilva, 18K £4.95 


Almost every software house has lts 
version ol lhe arcade favourite, 
Berserk”, which pitá you against evil 
robots in a complex of simple mazes, 
representing the different rooms of 
soma alien HO, Life in these places 


must be hell because all the waliz are 


electrifigd, killing you and the poor 
old robots, Quicksilva's version is 
very good ol ils type, with simple but 
smooth graphics, You lose a lita il 
you colide with wall, robot or 
exptoding missite. Avoiding the 
missiles can be done by leaping 
through an exit into another room, 
butas you do hordes more robots 
appear, Thekeyboard positions are 
rather odd, direction and fire being 
controlled by keys 6-0 which makes 
itdifticultto use a joystlek. 
Moderately addlotive but not bad for 
the price. 


LAST SUNSET FOR LATTICA 
Producer; Arcade, 48K £5.50 

Arcade seem to specialise In 
obscure titles. Lattica is a complex 
maza withover 100 locations and 
three leveis populated witn androids, 
The walls are electrifiad so vou mus! 
avoid ihem or lose one 0! your four 
lhes, The alm is to discover the 
location ota bomb which will 
destroy the entire planet when it 
explodes, and defuse it, murdering 
ihe androids on your way. The 
gráphica are very good and richly 
coloured (you're a sort ot 'Horace'- 
like creature). Joystick: 
Kempston/AGF or Protek and cursor 
keys. Eight directional movement. . 
Goodvalua, 


MAZE DEATH RACE | 
Producao: PSS, dBK £4.95 

foure In your car, tost in this 
andiess maze, avoiding the hazards 
like-rock talls, Ge, oil slicks and the 
maniaes in their evil cars, Collect the 
tiags for points and watch out for 
lueldumps — the thirsty cer needs 
lham trequentiy. Control is fast and 
Positive, good graphicsand | 
Scrolling from soreen to ecreon is 
affective, A good, fastgamea. 
Urdortunately you can'talter 
between the threa skill levels once 
selected, and lhe instructions don't 
tell you that its the cursor keys 
which operate, No Joystick option 
but it will mork with AGF or Protek. 


Machine code, moderately addictive. 


RAIDER DF THE CURSED MINE 
Producer: Arcade, 48K £5.50 

This ts only a maze game in a very 
general sense. The game was 
racentty upgraded to have 30 levels 
to play through. Each level shows a 
cross section through a mine with 
several flgors visibla and threelifis. 
four miner (nice animation) must 
walk through the mina, using the 
irfts, and collect all tha diamonds 
literad about whilst avoiding the 
spiders, ghost and boulder-throwing 
troll. When all the gems have been 
collected a lamp appears at bottom 
lett which mustbe collected before 
progressing to tha next level, Mót a 
fast game, and at first it doesn't seem 
addictive ellher, but the ease with 
Which you progress is maiched by 


| the ease with which vou seem to lose 


lives. Getting to the 30th level 

rewards vou with a picture of the 

Buriace. Nice graphics and sound, 

a claver player lines up all his lifta 
ESA, 


ROBON 

Producar: Soltex, 16K- £5.05 
Author: Andrew Baale 

This Frenzy/Berserk' game, unlike 
most of Sofllek's other programs, Is 
not very good. At the slowest of the 
nine skill levels fts à bit boring, and 
ai the fastestit's quite meaningiess, 
The usual format is followed; 
electrifiad walla, robois, unkilabia 
Raboks' whlch leave explodin 
mines behind. Four directiona 
movement with unanimated 
characters. 100% machine code, 
Ihree lives, hi-store, no joystick 
option. Oddly the control keys are 
cursor with nine to fire, so you could 
use AGF or Protak Joysticks for the 
movement but not for firing. 


ROBOTICS 

Producer: Ocean, T6K £5.90 
Thename was changed from 
Frenzy to avoid confuston with 
Quicksilva's game ol the same fame, 
As usual the walls are electritiad, But 
the graphics are much better than 
anyone eise's version, bigger and 
better animated. Only the robots. 
heads are vulnerable, and their 
floating leader Is Invulnerabie, You 


| can only escape him by jumping into 
| another sector. Tha game spasds up 


as vou Clãar seclors, and more robot 
patrots appear, Move and fire in 
eight directions. Joystick; 
Kempston. Good value. 







ROBOT PANIC 

Producer: SOM Mill, TEK 

You're the robot sentinto the space 
ship hold to kill off the escaped 
nasties: A time limit imposed by the 
cargo hold walls moving in to crush 
you does not give this game enough 
impetus tobe exciting. The graphics 
are limited and not smooth and the 
nastias remain static. Five difterent 
Gets of creature. Oniy one life makes 
Iirritating as you must wade 
through the setting up each time. 
Low piayability, Cursor keys, s0 you 
could use AGF or Protek joysticks, 


| BIVÃ 


Producer: Bug-Byte, 16K 

You must move your man through 
inte horizontal areas; top, a simple 
maze infasted with spiders to getto a 
door into the middle section, which 
Es the river full of prahnas, and then 
to the beach, to pass through the 
lowerarea where the dead spirits 
lurk. you make it through, the exit 
is guarded by a ahrouded figure 
whose touch is death. 's a simpla 
se! up and would not be interesting 
itweren'ttor the fact that it's not 
Basy. The screens are always the 
same but with more denizens as you 


| go along, Keyboard positions are 


9000, the graphics neat and 
excellent eight direcional 
movement. No joystick option. 


TOBOR 

Producer: Elin, dBK 7.95 

The title frame promises excitement, 
but the game doesn'tdeliver. Poor 


| graphics and movement make you 


wonder why ii needed 48K in the first 
place, Basically you must take on 
some robots in a simple qulline 
maze. Keyboard positions are 
irritating and there's a poor 
response. No joystick option, Not 
really worth the very high price, and 
certainly notas much fun as even 
“Jawz which they did and handed 
over to DK Tronies. 


30 MONSTER CHASE 

Producer: Romik, 16K 06.90 

Author: Dave Noonan 

This is a 30 'corridor type game, 
The maze is on three ficors and your 
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misstôn isto find'the missing Keys 
and-return them to the start position. 
Then you mustfinda bomb and 
detuse itbetore it detonates (against 
the ciock). To make the task harder 
there are monsters moving about the 
maze that can be killad by one of 
your limited supply of grenades. To 


| help you the monsters can be seen 


onda radarscreen. The 30 graphic 
representation [a very good and easy 
tó visuaiise, The keyboard positions 
are well though! outand a joystick 
maybe used. Themonsters appear 
very suddentyintronto! you tora 
second before you lose your lifa — 
lixe a stene from Alien! Five sk 
levels and an absorbing game. Good 


| velus for money. 


dO MAZE OF GOLD 
Produber; Gilsoft, 16X £5.05 


Author: T Gilberts 


This Isa mazé without monsters or 
robots. The maze is segn irom eye 


| tevel in 3D blocks, so its a game of 


ondentation and geography. The ali 


| 510 wander the maze, collecting 


gold bars which le on the floor and 
get to the levol's exit quickly before 
the value of gold you are Carrving 
falis to zero! This is no easy task, a 
pengil and pad would help, There 
are tentavels of play from O 
impossible) down to 9 (village 
idiots). [triad village idiots — and 
beligvae me, they have to be 
university graduates anywayl To 


| Ralp, tor levels 4-9 you can select an 


averhedo plan view whenever you 
wentwnich shows you your position 





| progress to lhe next 





and heading. the exltand positions 
of all gold bars left to collect. lt 
doasn'tshow you the walis of the 
maze — thai would be tão easy. 
When you return to the maze itself a 
display tells you the valge-of the gold 
you have collectad (falling all the 
while Of Course), moves made soar, 
level ot playanda compass with a 
moving north. For tha 
contemplative, an excellent game 
with loads of playabiliy. Cursor keys, 
jovetick: AGF or Protek. 


THE WIZARD'S WARRIDRS 
Producer; Abersolt, d48K £d. 95 

This ts a robot/maze game, but a 
considerabie improvement on the 
Berserk type. The complex is 
Haunted by robots which fire away 
blindiy atanything, and which you 
must destroy. Thegarlier ones are 
prety dumb, but later additiona get 
harder to hitand are better athitting 
vou; some-are even Invisible (use the 
radar to spot them). Machine code, 
Joystick: Kempston. Addictive and 
good value: 





GHOST GOBBLING 


Since its introduction Pacman has | 
probably been the mst enduring of the | 
arcada ponte For Spectrum software | 
tes il has algo been the most | 
imitated, with Just about every | 
Às a result there 
are numerous versions available with | 
very lite to distinguish one from the | 
other. Some oi them willbe the subject | 


compan 


producer having a 


of a CRASH Comparison In the near 


iuture. Meanwhile we list them here | 


very brielly, only making points 
where there is any polmt (Il you ser 
what | mean), For anyone who has 
never seen a pacman tvpe game (can 


thera ba anyone?) you are presented 


with a simple maze, often connected 
left to right by a wrap-around tupnel, 
the sei iii of which are littered 
with regular dots. Your gobbler mus! 
wend his way round eating up every 
dot Hke a good before ha can 
el of difficulty. 





| Producer: R& AR T6K £4 95 


while. If aliterribly enihralling and a 
joystick can be uselul. 
EG6 FARM 


Producar: Lagersound, 16K E5.50 
Ema real mean chicken, 'says the 
cover in this game where the dots 


| are eggs and two enraged hensare 


after you for eating them. The hens's 
advantage is that they can move 
diagonally when you cer't, so if you 
delay one nanosecond after the start 
vouve had it However, Once you get 
the hang of it'tha hens are so Basy to 
outwit that the game bacomes 


boring and silly. 


GHOST HUNT * 

Producer: PSS, T6K É4.95 

Good, classic version with three skiil 
levels and clear graphics. À pity, 
though, that the makers don't tell 
vou which keys to usa either on the 
intay or the screen, In fact they are 
the cursor keys — not the best 
arrangement tor fingers but useful 
because you can use à Protek Or 
AGF joystick. 








GNASHER 
Author: Jonathan Nixon 

Themaze in A & R's version Is 
simpler than mary but lhe reward is 
exceptionally clear and detailed 
graphics with very smooth 
movement. Various fruit appear to 
be saten for extra points and this 
version doesm'tsulter with virtually 
Invisiblo edibla ghosts. Power pills, 
tunnel and increasingiy fast soreens. 
Very positive keyboard action, 
joystick option: Rempston but most 
importanthy user-definad keys if you 
dom't like the cursors. One of the 
best gobblers around, 


GOBBLE À GHOST 

Producer: CDS, TER 5.95 

All the usual features with machine 
code smooth graphics. No joystick 
option. 


GOBBLEMAN 


Producor;Artio, 16H EM4.95 
Another standard version, pity 
though that Artic couldn't have 
made the ghosts a iittle slower after 
eatinga power pill since it makes 
them impossible to catch. 


GULPMAN 

Producer: Campbell Systems, 16K 
EM 95 

This is slbghily different in that 
there's only One ghosi fo chase vou 
but the more dois you eat, the faster 
he gets. Five screens, nine speeds, 
no pills or tunneis, but pretty 
addictive. 


HAUNTER HEDGES 
Producer: Mieromega, TEK £6.95 
Author; Derek Browstear 


Derek Brewster is Nopluna 


Sremmpiitnia, but this 3D pacman is 
marketad by Micromega. The price 
probably reflects the factlhe 3Din a 
tg or game selis better than mere 
two dimensions. In.effect, though, 
this |5 very much'the ordinary ghos! 
game with a running figura instead 
of the usual toothy orange. 


To make life hell there are several 
ghosts which zoom around trying to 
gobble your gobbler. Four add E 
per level may be aten which then 

allow you to gobbla ghasts for a short | 






| ha cinema, arcade 
| be kill 







HUNGAY HORACE 
Produçar; Psion, TEM £5.05 
Many Critics regard thisas lhe 

definitiva pacman game for the 


Spectrum, and of course Horace has 

| begata number of sequeis In other 
ca 
| 


ortas. Highly atiractive 
e and smoothiy animated 
make ita joy to play. There are 
several mazes of increasing 


complexity to get through. No power | | 


pill — just writs. Highly 
recommended. 


MAZECHASE 

Producer: Hewson, T6K £4.95 
Considering lhe quality of most 
Hewson programmes, this one isa 
complete mystery. Putit down to 
Mistory. Is probably the simplast 
one available, with matchstick 
Hgures, white ghosts and some fruit 
&s power pílis. Four screens, cursor 
keys 50 works with AGF dr Protec 
joysticks. Not very good. 


MAZEMAN 

Producer: Aberso!t, 16K E4,95 
Abersott's maze is a bit more 
complex than mostand the graphics 
are clear and bright. 


MONSTER MUNCHER 

Producer: Ocean, 16X E5.50 
Ocean's graphics are always | 
pleasing, and this version works as 
well as any other. 


MUNCHER 

Producer: Silversolt, 16H E5.95 

à good classic version, but the inlay 
card is all over the place telling us N 
= down, when ira M, and 5 starta & 
new game whendtsS. Infactihe 
keys used are quite sensibia. No 
joystick option. 


PASEMAN 
Producear: Pasesolt, TOK E5.99 
Arolher classic vere'- 


une DEL 


“+ noy positions 


thouL, vita no joystick option, Good: 


value atthe price. 





PLATFORM GAMES 





0h a nah bebo re ab nt cê 
was Ba | gas! gay 

man at the end of lhe film Ki o ko 
As television Is said ta have Kied 


OM television, but good ideas 
cross all the barriers, so Its na 
surprise to see lhe famous Ape still 
going strong In the arcades. 


kong games are perhaps the best 


known ofihe platlorm games, but there 
are quite a [few olher types, all 
Characterised by the need to climb 
aver higher eilhar by mina or 
Climbing ladders and usually As 


wilh most arcade games [oysticks are | 


usually a help to higher scores. 


BARMY BURGERS 

Producesr; Blaby, 488 £5.50 

Author: É Capewei! 

Sound and graphics are strong 
points o! Blaby games and this 
maddening sesame seed bun ofa 
game is no exceptlon from ita 
delighilul trilecard onwards, You're 
presented with four plattorms with 
the varidus elôments of thred 
hamburgeérs suspended from them, 
The task is towalk your chef over the 
ingredients which drops them level 
by lavel until they make up complete 
burgers; burger, cheese, tettuce and 
top half of the bun in that order. This 
woutd Bl be very simple were it not 
for the fried egg and two sausages 
which dog your footsteps, À blasto! 
pepper will hold them up But there 


are only five blasts per life. The chaf 
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can move up and down the platforms 
using the ladders, but so can the 
pursuers, Each screen provides you 
with more egos and sausages to 
chase, Three lives with points stored 
by releasing segments of the | 
ingrediants or squashing eggs and 
sausages between the falling burger 
bits. Addictive. Joystick AGF or 
Protak and Kempston, 
Recommended, 


DIGGER DAN 

Producer: Ocean, 16K E5.90 

Digger Dan isarmed only with a 
spade. He mustdig holes in thefour 
levels Of platforms, using the laddera 
to get upand down, Four monsters 
chase him around, hopefully 
upending inthehotes, which he 


| promptty Tillis in to Kill them, There 


are safe spots at the end of each 


| platform but he can't linger because 


the oxygen's tunning out, An oxygen 
bottle appears from time to time but» 
getingatit canbe difficult, If the 
sergen is claarad It returns with fresh 
and slightly more clever beasts, Only 
one screen and speed, butthe 
graphiçs are smooth and nigely 
animated. Dan can jump down 
through the holes too, useful In à 
tUghtspot. The control key positions 
are sensibie, bui withsix of them, a 
bitofahandiul. Rassonabla value 
for money. 


GODZILLA & THE MARTIANS 
Producer; Tamptation, TOM É5.05 


| Author: Neil Streeter 


lts reallya Kong game except 
Godzlila's at the top protecting your 
giriiriend and the evil Martians are 
rolling back and forth on the 
plátforms in between. Whilat this 
may be the only 16K Kong type 
games, |t sulfers sadly trom thatfact, 
with poor, unanimated graphics and 


| a generally mean look. Also there i6 


no joystick optton and the control 
keys are very difficult to copa with, 


| aliinaliabitota mess. 


| HOME RUNNER 
| Producar; Britannia, 48K £5.95 


This isa lively game with attractive 


| graphics and is really a variation on 
the Jumping Jack them. Here the 


platlorma are mora solid looking and 
the hotas Gpern and close at random. 


| Unlike Jumping Jack you can use 

tha hold key to make your man hover 
over lhe holes. The various monsters | 
| jumpdown lhrough the holes which 


makes timing an important feature ol 
ihe game. On laval three tha Green 
Grinner appears, bouncing up and 
down; happily oblivious of the 
platiorms or holes. Britannia is & 
retatively new company, So It's nice 
to be abia to say that both their 
games (Stopming Stan in this 
Sectionia lhe otherjare very 
playablo and good valve. 


JUMPING JACK 

Producer: Inragine, 16K 25.50 
Author: Albert Ball 

At tirststght tha extremely simple 
graphics might be a disappoiniment 
— But Lis isa classic game, Jack's 
stick figure is beautitully animated. 
Tha platfórms are merely thin black 
lings, Al first there are only two 
holes, one moving down level by 
tevel, and one moving up similariy. 
Each successtul jump creatas 
another hole, So geis frustratingly 
dHtcuit to progress. Should Jack fall 
downa hole he lias stunned, lhe 
talis through two he's out for even 
longer, lhe falis al] the way to tha 
bottom he lóses a life Getting rnaht 
to the top reêsults in a line from a 
poem — you have to coltact tha rest 
of the lines, but tha poem ism'i the 
real raward in this game — it's 
playing the game. Bubsequent levels 
add more monsters which mustbe 
avolded by using lhe wrap around 
screen. By the time you're dealing 
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with twenty holes and six monsters 
ita a nut house. Quite simply one ol 
the most addictive games around 
andexcellent value for money. 
doystick:; Fuller, Kempston, 


KILLER KONG 

Producer: Blaby, SAK £5.50 
Thisisa very fine version with 
excalientgraphics and plenty of 
screen variation. The detail is first 
Class as well with nea! animation. 
Mario's girlfriend shouting tor help 
bul rewarding the succesfulctimb 
with big kisses, Features lifts, 
trampolines, long narrow passages 
requiring expert timing to get 


| through, & fairly butch looking Kong 


and probably the best sound on any 


| program available, Joystick: 


Rempston Or AGF & Protek. 
Recommended. 


| KONG 


Producer: Ocean, 48K £5,90 

Author; Paul Owens 

Ocean's Kong Ia a pleasing version 
too, wiih chunky graphics starting 
with Kong stomping up the scregn 
and thumping the girdersinto 
position, Tha animation is good with 
fast and positive movement. Hera, 
the objects tend to come tumbling 
down tha iadders, whereas in the 
Blaby version the platiorms are more 
broken up and barreis ete drop off 
the ends ol the platforms, So it's a 
htite untair to make lining up the 
man omthe ladders sucha critical 
business. Features a hammer which 
can knock out a few barrais, 
Keyboard positions are okay, 
Joystick: Kempston. Generally good 
value, butdid we detecta tondency 
tor the barreis to anticipate death? 
Five screans. 





| KRAZY KONG 


Producer:O-Tech, 48K £5.50 
Untortunately nota good version, 
noteven a good game. Loading 
errors saem frequent, and when you 
get there the graphics and animation 
are almost non-existent, The inlay 
claims lhree screens but oniy two 
are available duo to a bug in the 
program which keeps returning you 
tó Boréen one when vou finish 
streen two. Not recommended. 


MANIC MINER 

Producer: Bug-Byia. 4BK E5.95 

This is the best platform game 
around, in factil's probably the best 
arcade game tor the Spectrum. From 
the moment the full colour title - 
blasis onto the séreen accompanied 
by whatsounda like lhe magsed 
Coldstraam Guards band, it's all 
wonderful. An amazing demo mode 
takes vou through endless laveis to 
whet the appetite. Control keys are 
simple, tefl/rightjump, and it seems 
incredible that Bug-Byte managed 
tô pack so much animated detail into 
one 48K program. You musitake 
Wilhe tha Miner through the warrens 
ota long abandonsd rabot-worked 
mina bansath Surbiton, collacting 
keys ateach level in order to 
procesd to the next. Jumping up the 
platlorms | easy — avolding lhe 
sllmne, polsonous paristes and manic 
minina robots is not, Some 
platforms collapse when you traad 
on them, butiorward planning let's 
you use these on your way back 
down o tha portal, Exceltent quality 
all round and op notch valve. Highly 
recommended 






















MONSTERS IN HELL 
Produçer: Softek, TEM £5.95 


Author: Martin Lowis 


Above tha flickering fires of hellare 
5ix platforms connected by elght 
iadders. Your man has a hammer 
with which Re can knock holes in the 
plattorms for monaters to fall 
through, or pe can bang them on the 
head withit, AI the while the power 
drain is enormous — visiting the 
ilickering crosses repienishes it, but 
they move Once used, so you can't 
justhammer holes and isolate 
yourself from the monsters. Kill off 
25 o! the lesser idiots and the 
cleverer ghouls appear; ten of those 
despaiched and the Mad Monk's 
clones appear. Ghouts must fall 
three levels to dia, clones tour, but 
the nextlot can onty die in the fires 
of hell itself. While the graphics are 
attractive, the lack of screen 
changes could make the game 
boringito play after a while and it's 


É | reailiya no-wingame, Nine lives to 


help, machine code, no joystick 
option, 


PANIC 

Producer; Mikroger, TEM £5.95 
Panic is a standard digger-filler 
game, where you rove several flogrs 
with your spade trying to clean vp 
lhe monsters by digging holes for 
tham tofall into: Aneat touch is thab 
you must reach them quickly and 
batter them to death or they change: 
colour and get outof the hole, which 
means vOuU must mash em up 
through two holes before they die 
The going geis tougher as you 
progress. Not bad and reasonably 
addictiva. 


STOMPINE STAN 


| Producer: Britannia, 4AK £5.95 


Thisisa three-part game, which 
sarts Off wilh moving platforms 
through which you must jump up 
whena hole appears above vou, 
avolding the monsters, some of 
whom are on their way down. When 
you reach the top platform collect 
lhe four keys to reach the next 
screen. Thisisa static maze 
poputated by robots who are-out to 

at you lhe moment you enter. 

ollact another tour keys, whigh 
promptly takes you a more complex 
platlorm game with bigger monsters 
and holes that open and close when 
you're not expecting them too. Good 
Draphica, positive controls and fun 
to play with a falriy high addiction 
rating. Joystick: Kempston. 


CREEPIE-CRAWLIES 


| 


There are two types of game which 
come under this heading both very 
similar in appearance. The first is lhe 


| Sort where you are pited against à 
| centipede creature which descênds 


Irom the top of the screen by moving 


Jolt and right, line by line through à 


lorest of mushrooms — the other is the 
sort where you are the centipede 
ereature, travelling through a fenced 
garden, eating smalis and whatnot 
else, whilst avoiding lowers, fences 
ete. Both types tend to be very last and 
scores are improved with a peranss, 
Most. versions are very similar - go 
ils a question of personal choice ... 


BOZY BOA 

Produter: CDS, 16K £5.95 

Author: 

Guide Bozy round the garden, 
gating snails, beetles and ladybiros, 
ai the same time avolding the fence, 
Howers and your own lengihening 
body. Each time you eal à beetle 
anothar segment is added to you 
and another flower appears. Eatall 
ten beetlas and you anter another 
garden wilha higher fênce ata 
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higher speed. Five levels, the tastest 
baing quite demented. Automatic 
joystick selection if connected — 
Kempaston. 4 nige touch is the tuna, 
In An English Country Garden, se! 
by brightand reasonably smooth 
graphics. Probably a limited appeal 
auarall. 
















































CATERPILLA 
Producer; Ocean, 16H £5.90 
Like Quicksilva, Ocean are moving 
onto better games than the basic 
arcade copias, however, their 
standard creepia has all the usual 
features and piays pertectly well. 


CATERPILLAR 
Producer: CDS, 16K £5.95 


| GDS have produced a pretty classic 


Verson of the centipede game, with 
-alestmoving caterpilar which 
revérsas direction om contact wilh 
Ssraen adgs or mushroom, an 
iemating spider, an innovative 
mushroom-taving flea, and a 
polsonous scorpion which turns. 
mustmoms rad. the caterpilar hits 
a red lungus, E segment drops of 
like a bomb. The man can move 
befiright and up/down (uilthin four 
Hnes). Cursor keys-so Protek; AGF 
“Joystick can be used, Lack of skill 
hevels results in a limited playing 
appaal. Average value. Machine 
Code. 


| GENTIPEDE 

“Producer: DJ Tronios, FER EM.D5 
“This is another pretty standard 
version, complete with spider, but 
tor its price lts probably better value 
inan Caterpiilar. 


CYBER RATS 

Producer: Silversoft, TEM £5.95 

Author: | Heyward 

Despite its titie-this is a centipede 

| game. Instead of one Hagmenting 
creaturo, you are presented with 
individuai rats which work their way 
down from the top of the screen and 
there are even faster purple ones, 
Thay hide behind clumps of grass, 
andonce they reach the lower levels 

oiihescreen you are hard putto 
evoid them. Cursor keys tor 
miwement and limited upward 
motion, no instruction on infay card 
tor tiring (it's 0), but Kempston, 
Protek or AGF joystick option. 
Because the game is simpler in 

| Inyut than most centipede games, it 

gálso much faster. One or two 

| players. Averáge value for money, 


CENTROPODS 
Produger; Rabbit, 166 £5.99 
Author: Jd F Cain 
Winits simple bul charming 
raphics and machine code speed, 
abbit's Centropods is probably the 
bestolthelot There'saspider, a 
ag anda boitom line snail to avoid. 
The control keys are the mos! 
sansibla Ive come across — O for 
tt, E for right and O/P together for 
up. Tousail sedalély down 
automatically, Aires, Continuous 
| Sound effects add to the thrills. M 
you clear the screen the wretches 
craastura gets longer and faster, No 
nesd for a joystick here, excellami 
value, 


MEGAPEDE 

Producer: Sofiok, T6K E5.95 

Author Andrew Beole 

Sottek's vermon ot the noble creepy- 
crawite gama is justabout as g00d 
as any. Here thé Scorpion tends-to 
drop fleas rather às though they 
were bombs, which makes an 
interesting variation. Machine Code, 
nie graphics, nine skilhHevels, 
Good, 


SLIPPERY SID 

Progucêr Silversol, 16K £5.95 
Mulhor; 5 Godwim 

Siippery Sidisa largesnakeina 
garden whose task in life istú-eal 
| Troge. Every time he does so a 
polsonóus toad appears which he 
camteat until having consumed a 


| SPEGTIPEDE 
| Author: K Allison 


simulation games like Airliner, which 
| Isuspect makes them far happier. 
| Their craepte version is pretty 


| features like scorpions, worms, lleas 


tocróss, à barrier anda river tullof 


magic mushroom, Death occurs 
Instanthy if he touches the brick walls 
or himgel. Silversofl have given 
enough elements to this fast gameto 
make mt quite addictive, Tha 

heybos rd positions, however are a 
bit dait, bul you can use a Kempston 
joystick. Five skill levels with an 
extra lite for getting to the fourth 
garden. Sound could have been 
bettar, olherwise good valua for 
money. 


Producer BR & à, HEM [5.50 


For my money, the best Centipede 
gamearounda, andfor a numberof 
reasons; tha use of colour's 
excellgnt, the graphics are great with 
the beast even looking like a 
centipeda for onça, the sound ds tun, 
you can fire and move In eight 
direçions-simultaneousiy, and 
everything moves fast, The usual 
tulas apply, vertical movementis 
limitedto the lower quarter, there 
are scorpions, spiders and iléas, 
mushrooms disintegrate with four 
shois. Joystick options: Mikrogen 
and Kempston. Good keyboard 
layout, and for ts price, excellent 
values. Recommeandad. Qne or two 
player games. 


SPELTRAPEDE 

Producar; Protok, dBK £5.95 

Now everyone has had thetr till of 
basic arcade copies, many 
companies are getting down to 
producing better games and Protek 
have become noted for their 
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and the Inavitable multilagged 
monster itself. Three skill levels and 
Hi-scora. Can, ofcourse, be played 
with'a Protok joystick (and therefore 
MOF as mel). 


SUPER CENTIPEDE 

Producer: C- Tech, TER £5.50 
C-Tech didnot produce a review 
Copy of their version which claims to 
have a 16K anda 48K version on the 
lapa. We'll update after geging the 
program. 


We make other 
" games as well. 


| SPECTROID STORM. À fast action graphic space 

| game. Tou dodge asteorids and zap alens im lhes 
cosmic hate for the stars. Chore arc bonus ports to he 
scored for the sharp shoouer with he spoody ship. The 
wbole of hyperspaõe hos ecating for vo efa vou palo 
om the super this. 





Spectrum £4.45 





“FROGGERS 


FORTHO A full implementam allgsving Lhe Full rango 
of sound and colour, The only Spectrum package 
endosed by the Ford Interest Group amd the dn uscd 
by Sinclair Ler in their serics on Fortk, 
“o ee wearth the price. . for a specdter Spectrum 
e Personal Compute. 


Spectrum E 14.95 


Having become fed up with decimating 
aliens, the arcade copiers turnad to 
more domestic chores like squashing 
frogs under lorries. The game 
requires you to hop a frog ácross a 
busy de sai avoiding certain death 
under the wheels. Sit on a river bank 
avoiding the odd snake or two and take 
a chance of crossing lhe river on the 
back of lurtles and logs, then lgap to 
the safety of a frog home. No one's aver 
explained why frogs should drown In 
the river = still .. On the whole the 
game provides mora interest, better | 
graphics and a more addicivily than 
most arcade copies. Joysticks are 
more lhan useful. Às wi cman 
games and eg games there is 
aa very lilo between any 
version. 


FROBGER 

Producer; AGF, dBK €5.75 

This companyálways produce 
charminag graphics and their Frogger 
is nó exception, as 48K would 
suggest. All the standard features, 


FROGGER 


Producor: Rabhit, 164 £5,99 
Rabbit provide a four tane highway 





THE WIZARD WARRIORS: À last moving ganso 
| featuring continuous sound cifecisand prcade quali y 
graphics, 
“a well written grapies adventure 
«Mome Computing Weckh 
















Spectrum £5.95 | 


ADVENTURE ONE: With save game Facilita 
| LKB1 5.95 


“a remarkably good version. well morih the 
CINE. 
o Sinçdatr Ur 


= NOW AVAILABLE 
FOR THE LYNK 4,95 

Speclrum E4.95 
ZRBI E4.45 


MAZEMAN; 
A Fast action machine code game. 
“+ IEVÉTy aecurado grd-fisa.” 
o Wet Mivro 


CHESS: Ten levels of play. Good graphic display, 
“ecc dnaDelass of ds am. 
Per Computer 





2X81 [5.95 








INVADERS: Very Eus tivo melho. fneludes mysters 
ship ánd increasingly difficult séreens. 


ABERSOFT 


7 MAES AFALLEN, BOW STREET, DYFED SY24 SBA 


TXB1 E4.45 
















logs and crocodilas. Here you may 
Hiseo the croca for jumping on, but if 


| vou land too near themouth you will 


Dealer enquiries are welcome 


24 Hour Ansaphona 
0970 B2BBS 
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lose a lite. 


get five Ir 





Three lives, but you must 
s safely across belora 


| moving to the next screen for faster 
| traffic and 


more crõcs. Cursor kays 


| and user-definad, so you can get 
practically amy joystick to work. 


| Good value. 


FROGGER/SPECMAN 


Producer: 


E-Tech, 16K £5.50 


Às this has two games for the price 
of one, itshúuld be good value for 
money, Bul itisn t. SOFry. 


FROGRUN 


Producer: 


Anirog, TOR E4.55 


Machine code and atiractive 
graphics and quod sound. Features 


snakas On 


the bank, logs, turiles, 


crocodiles and lady frogs lo rescue 
tor extra points. AtHs price, pretty 
g00d value. 


FROGGY 


Producer; 


DJL, T6M £5.05 


A highly rated version with very busy 
S-lane highway, turitas that sink 
under your weight, crocodiles in the 
frog homes and five lives. There's a 
time timit too which can be very 


| cruel. For exra points there's a 


strandad frogling to rescue. Four 


| skill lavois and seven speeds. 


Joystick: Kempston, or AGF and 


Projek on 


the Cursor keys. 


Recommended, 


JOGRER 


Producer: Severn, 4BK,£4.D5 
Uniortunately, none of our reviawers 
have-saen this game yet, so mel try 
and cateh up with the joggers 


another ti 


me, 


LEAPFADE 
Producer-CDS, 16K 15.55 
This isa standard version which 


| ofters the 


usual hazards butadas à 


GRID RUNNERS 





Ever since the Movis TRON, grid 
games have been popular, almost a 


cult bes 
| computar 
| speed, acilon on a strict grid as | 


defined b 


ause they exemplily lhe 
ame = simplicity, high 


y the computer. 


BLIND ALLEY 


Producer: Sunshine Books, 16K 


EM, 55 


Author Simon Lane 

| Blind Alley is what passed for sport 
in the year 3017, you are told on lhe 
inlay. In fact the game looks 
confusing atiirst, but that's because 
it is fast and there's no- time to think. 
This reallyisa game where those 
with quick and sura Instincts win. 
You must stésr your ship round the 
grid In such a way that you block off 
other ships, forcing them into a blind 

| alloy where they are forced agains! 


| your trail 


their own tralis or the 


edge of the soreen. Ol course it 
usually happens the other wáy 
round ... You start 01f against two 
ships, than tour, then. Band so on. lt 
gets very hard! Worka with 
Kempston joystick. Avoid hitting 
taverse of the direction in which 
you're travelling — it's instant death. 
| Recommended. 


CRUISING ON BROADWAY 
Producer: Sunshine Books, 16X 


E4.95 


Author detl Naylor 
| Thegraphics don't portray the 


famous streets aróund Times Square 


in bem Y 


ork as the tie suggests, 


they could be any streets that the 


grid repr 
54 


esents. You're in your car 


à Newsfiald Publication 


| gnake on the bank! yóu linger ico 
| ong, and dragonflies in the frog 


| Producer: Otgan, T6K £5.00 


| Marketed by DK and made by Elin, 


| getyour men through sately. In the 





| joininor you get a more complex 





































homes for extra points. Altractive 
graphics but if's a bore waiting for 
that damned tune baiween cach 
game. Lies cursor keys, so Protek 
and AGF joystick interfaces may be 
used, 


ROAD FROG 


Qcean's version doesn't have turties 
(probably wenton strike) butsoma | 
otthe logs sink, and there are snakes 
on the bank. Six trogs to get safeiy 
home fora second soreen and tha 
traffic moving faster. Unlike some 
versions you can only ga lorwara. 

No joystick option. 


ROAD TOAD 
Producer: DK Tronics, EK E4.D5 


Road Toadisa lroggerby anyother 
name. The graphicsare okay butihe 
hazards aren't that keen, and the 
sound ispoor. There are beiter and 
more addictive versions availabie. 


TOMP 

Producer: Virgin Games, 16X £5.55 
Author Terry Murray/Roy Pool 

In the main, Virgin's flirstbateh of 
games were pretty poor and madly 
overpriced (7.95). Now theyve 
brought the price down, bul frankly 
this til ist good value, You are 
supposed to yomp' your Paras over 
the highway and then get them 
through a minefield. There's no 
disguising the fact thai thisis a 
frogger game with 'minad-Dul 
pretensions. The basió program 
makes contralilna movement very 
diicult and the way lhe traffic 
moves along the highway makes il 
almost unplayable. Onty one 
moment in the repeating cycle can 


them the slip (trustrobots to be 
bloody minded). Now they're 
catching up with you — and no one's 
eversurvivad the grid before, 
Actually the grid resembles a pac 
man type maze in this fastgames, 
You drive around the rectanguiar, 
concentrie rings, switching lanes at 
the compass point junctions. Driving 
inthe opposite direction is the robot 
security car. Never the twain should 
meet! fou need good reactions, but 
ii might have been a more skilul 
game if there were more Crossover 
pointa, No joystick option. 


GRIDRUNNER 

Producer: Quicksilva, 16X £6.95 (1) 
More-of an electronic grid meets 
centipede than a true grid game. See 
máin revigw section. 


LIGHT CYCLE 

Producer: PSS, 16K £5.05 

Light Cyele is-similar in conteptio 
Blind Alley where you fight ifouton 
the grid with an opponent, in this 

| case only two trails however, either 

| againatthe computer or a second 
player. The graphics ate simpler but 
more ellective, representing the 
taser light trails left behind your 
craft. Saven speed levels, no joystick 
option. À very gast game to play for 
hours, 


TRANSVERSION 

Producer: Ocean, 164 £5.90 [1] 
One of the very besl grid games vel. 
Dangerously addictivo. See main 
review section. 



























Another o! tha earlier arcade type | 
bei which proved popula was 
ainter, and the idea has spawned 
many versions, several of which are 
available tor the Specirum. Tha 
principle behind a painier game isto | 
make your characier iraverse à maze | 
or grid, colouring the structure as he || 
nes. Inevitably there is some nasty || 
niluence at work which tries to | 
| prevent this harmiess activity... 
























minefistid movement sensors mean 
sudden death through mistakes, but 
Iwonder how many people will even 
bother getting there? Four skill 
bhavels no joystick option. 





















COLOUR CLASH 

Producer: Romik, 160K £7.59 

Author: E Morrison/D Anderson 
Colour clash contains four phases in 
a paint-the-squares gama which 
demands strategy as well as skill. In 
phase one you fill the numerous 
squares by “painting: round them, 

| andifyou succeed, you have à 
“Chance to eat lhe pursuing palm 

| pote pacman style. Phase two is a 
bonus points section where you 
must press the fire button at the right 
moment to guide il to the flashing 
arrow, Stage three is the same as 
stage one only you are forced tó 
paint sach-square one ata time 
rather than dodging along amy line. 
Tha tourth and most domandinag, has 
vou attempting to surround the paint 
pots. Three keyboard layouls, 

| joystick: Kempston or Sinclair. 
Three skill lévals, excellent graphics 
and q00d valus for money, 


HIGH RISE HARRY 

Producer; Blaby, 48 £3.50 

One pf the most origilnal paintor 
games, Harry must rustproof loads 
and logds 01 girders but he's being 
chased by the rustbugs. As in a 
Kong-type game, Harry's Only way 
of avoiding the bugs is lo jump over. 
them, but he must paint every inch o! 
the girder belore he can paint 
another on the same séreen. Mean! 
Three scraens including sides and 
lifta, UBes cursor keys, joystick: 
Kempston, AGF or Protek. Highly 
addictive and good value. 


PAINTER 

Producor; A&F, 4BK £5.75 

A classic version, simple, beautiful 
| graphics, qood sound and utterhy 
addletive. You mustasroso! the 
spaces between the paint pots and 
dalfy paint rollers chase you round, 
chuckling glsetully vrhen they catch 
you and roll you fat. You startof 
against one roller, then two, three 
and so on, While it's not difficull to 























| whenacop pulls in behind, you 
decide to make a getaway. |f he 
catches you then the game starts 
from scratch. You score points by 
thelength of line travelled before 
capture. Your onty weapon is the 
tacility to create a temporary block 
in the road and hold up the cop. 
Clear the frame and more chasers 



























































grid to traverse. À simple, effective 
and highiy addictivé nó win game. 
Joystick; Kempaton (and Sofilink H). 


GRIDRUN , 

Producar: Arcade, 4BK £5.50 

Robot security picks up your trail 
just when you thought you had given 
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| begin with, if gets pretty fast when 
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there-arê several roliers up against 
vóu. Good keyboard positions, no 


joystick option, 


TRAMA 


| Produçer: Quicksilva, BK £5.95 


Author; detf Minter 

The twist with this painter is that the 
paint is elastic — | only streiches 
round three sides Of the numerous 
squares. Fortunately the base of one 


| square is already painted when you 


star. Nine levels. A reasoneble 
game. See review in main section, 


NETOS 


From the earlier days Sar Trek has 
spawned à mumber of computer 
versions, all pr À alike. Th 
usually have several skill levels am 
work on option menus which allow 
you to use Warp Engines. Impulse 
ngines, Phasers, Photon Torpedoes; 
view the short or long range sean, 


atus reports show weaponry left, 
sein damage ate. Some give you a 
atile plan view, olhers a cockpit vigw' 
witha more arcade element as you aim 
our phasers at the darting enemy. 
he enemy is usually the Klingon 
Empire, though there may be some 
Romulans around. All the games have 
atar bases for dosking and repair. The 
higher the skill level the more enemy 
ships and bases there are, andihe legs 
Caderstioo star. bases.” Amóná Ho 
better programs, H's very much a 
“matter of personal choice, Here we list 
lhe features of each brieily. 


STARFIRE 

Producer; Virgin, 48A £5.55 

Author MG Davis 

| Virgin always have quod, clear 
instructions, and thig was One ol the 
better first issue games. Features; 
Galactic war report, detailing 
mission, aliens left, starbases and 
stardates left: Computar call — main 
menu: Long range scan, well laid oul 
with lhe eighladjacem sectors 
shown: Navigation. menu tor moving 
rom sector to sector: Batilestations, 
arcade style viawscreen with four- 
directional movementand fire et 
visible enemy. Docking with a 
'starbase is tricky, and there are also 
time portals in Space as well as 
astargid storms tó contend with. On 
balange a reasonable game wilh ten 
gkill levels, 


ori map or lha immediate secior. | 


STARSHIP ENTERPRISE 


| Producer: Silversoft, 48K E5.05 


This comes wilh a good instruction 
manual. Two players can always 
play a star trek game, one feading, 
lhe other punching buttons. The 
galaxy map shows fhe-64 quadranta 
(8 x 8), each quadrant |s sub-divided 
into G4 seciors, Commands are: 
Navigate which provides 2 grids, one 
tor navigating within the sectors ol a 
quadrant, the other for moving to a 
new quadrant. Shoft range scan, 
shows the contents of the quadrant 
in which tha Enterprise sits: long 
range scan shows lhe elght adjacent 
quadrants: Phasors, switches Pe to 
arcade style vigw screen with four= 
direcional movement and fire atthe 
visible aliens: Torpedoes, allows you 
to engage the enemy trom a 
distance, avóiding their weapons: 
Damago repor, Speaks for itself: 
Shields, allows youto set the level of 


| detence; Computer offers you the 


main menu and also controls the 
status report, galaxy mãp, damage 
repairs andauto docking. The action 
ia fastand furious it you move Into a 
sector or quadrantoccupied by the 
enemy, and it's difficultto break into 
your command computer fHit's 
gMming. so have everything ready 
before angaging the enemy. Good 
value for móney, Kempston joystick 
option for arcade segquençtes. 


STAR TREK 
Producer: Neplunes, 48K £5,.50) 
Author: Derek Brewstor This version 
ofters good value for money since 
the tape also contains MUNCHMAN, 
which happens to be à very good 
pac man version indeed. Neptune's 
atar Trek offers all the options as 
listed in the above review, the major 
difference being thatit has baltle 
plan views rather than arcade style 
fights with the aliens. In using the 
meaponry, you must enter the 
direction of attack (O degrees to 360 
degrees), and ite strength, than sit 
back with batad breath as the phaser 
Or misgile trail moves across the 
screen towards lhe enemy. Instant 
action is required on Engaging the 
Kiingón rotiers as they fire ihe 
instantyou are spotted, Excellent 
graphics make this an engaging 
verston to play at speeds which 
certainiy require more than one 
Captain Kirk per game, 


STAR TREK 
Producer: Impael, 16MK £5.00 
Anvone thinking to themselves that 
here isa 16K version jolly good, 
Should keep well away. Im afraid 
tis prógram isn't even good enough 
tor the ZXB1 from whleh it must have 
originated. Apart from the fact tati 
finishes loading with an OK seport 


and nothing else, no instructions, no 


suggestion O! 5kIl levels (though 
thare-are supposed to belevels) not 
a thing to help( you then have to list 
the BASIC and teilitto run! There 
ara no graphics beyond wordsand 
figuras, This is tótally unplayabta 
and notacceptable by today's 
standards. 


“EX TREK 

Producer: Impact. 46K £6.50 

Alter slaling their carter attempt, it 
would be nice to say something 
good about this version fram the 
same company, butm afraid not, 
One reviegwer points out that as it is 
written in BASIC à makes the game 
Slow. Well Starship Enterprise is 
writtenin basic andthatis pretty 
last. Here the keyboard response 5 





stow and errátic, there is optional 
sound, butsound stows it down 
further still, and the graphics are 
simply not good enough. Itis also 
highhy priced, Software producers 
should do themselves the favour o! 
deleting out of date games like this 
one and spend some time producing 
better material, 


ARCADE 





MISCELLANEDUS 


AH DIDDUMS 

Producer: Imagine, 16K £5.50 
Muthor O H Lewson 
Don'tbe fooled by lha tita — this ds 
no game tor cissés When it first 
appeared it hadali the revigmers Hed 
in confused knots. Youare a teddy 
bear. shut in lhetoybox with the 
other toys for the night, but your 
babys crying so you mustget out 
and go and comtorthim. The onhy 
way Oui is by using all the coloured 
building bricks and assembling them 
correethy, whilstavolding all the 


| nasty toys who want to stop you. 


When you escape the box you 
realiso dt is inside another, bigger 
box, and ithatone's inside angther, 
andsoon.. feias 
Everyone aí lhe time was the method 
used to assemble the bricks, and 
Imagine's cassette inlay is 0É no 
help, nor are the games instructions 
on screen: this:is the outline idea — 
pick up the brick and take to top 01 
screen slightiyio nghtol correct 
coigur block, then dropiit, The brick 
should slide into place as dt by 
magic. Considering the packed 
acreen. the graphiês are excellent. 
Confusion of keys. but thisisn't an 
arcade Speed game, Watch qul for 


| clockworkesoldiers; play people and 


tha aggressive train — and the 
baby's Crying — lhere, there there... 


AQUAPLANE 

Producer: Quicksilva, 48H 05,05 
Author: John Holtis 

Many of the games in ls sechon, 
almost by definition, are quite 
ornginatand Aguaplane is ore of 
them. It's a nice day and you fancy a 
spot of walter sking. Altera moment 
you're suddenly surrounded by 
roõdks, but they're tmriy easy to get 
Erough Following am though, the 
water 5 instanily full otrow boats. 


| and you ge! through again lhego- 


called Ganda Tméh-kids arrve, 
incompetentiy fia ppina their yachis 


















































all over the place. Should you 
survive the hae-haws, there's the 
sharks .. Skiierand boatafe seen in 
protite, controls (up/downfthrust) 
move both boat and skier, bul not 
stricthy in relation to each other, like 
the realthing, the skier 
inconveniently follows a sHghily 
difierent path to lhe boat. This 
makes ItdiMicult to gelbolh-sataly 
through the gaps, lisa very 
enjoyable game to play, but the 
lasting áppealis stight. À Clever 
touch is that the border colours are 
split horizontally to match'exacthy 
the colour of sea and sky In the 
game, thus giving lheimprossion 


| thai the entire ty streen is in use, Try 


E first and buy ifyou lika it. 


CHOPPER RESCUE 
Producer: Biabv, 48K £5.60 
Author & Capewell 


| Thegamestarts witha helicopter 


dashing into rescue the title from a 
dreadtul spellingerror, CHOPPER 
RISCUE it says, but the chopper 
comes back to insert an É and 
remove the |. As is their wont, 
sciantists are being entombed by 
radioactivê waste droppéd from 
avertiying planes. You must rescuê 
them in your (micely animeted) 
helicoptar by shogting away lhe 
waste and making lunneis md to 
reach them. Each one must be 
caturmed tô lhe safety of the hetipad 
before getting lhe next. The gun 
fires in fhe-direction of travel and 


| there's not much time, Ilyou gethil 


by the falling wasfe you're dead, 
This fã a very fastgame, almost 
impossible with lhe corsor keys and 
difticultenough with a Kempston 
AGF or Protek joystick. Addiciive 
and good value, Recommended 


COOKIE 

Produeesr: Ultimate, 16H. E5.60 

Also available in ROM cartridge form 
1£14.95. Litimate's graphics are 
famous. In Cookies you are Chariia 
the Chet with mixing bow! bela 
and dustbins to lhe sede On lhe right 
ig lhe pantry Containing the 
gredients a ich mussi be got into 
the bow], Untoriunately, the 


A Newstield Publication 55 
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| KNOTIN SO 
Producer: New Generation, 4BK 
LS. 85 
Extremely hard to see how this 
Ts = extraordinary game works at first. It 
ES ”. G -— NM Gould réally be thought of asa grid 
Po game ora bozy bos game but with 
E q | you as the snake de pllemç in the 
LS E N.. | Pa QUO à screen but in a 3 dimensional space. 
E- ju Confused? Well you will ba. Steer 
a yourself ihrough the white void 
| Avoiding your own brightly coloured 
traitanc hat of the chasers, Iwisting 
and senda to find space to move in 
before itall gets filed up. ses 
cursor keys so AGF or Protek 
joystick would help, Tremendous 
value for money, and addictive tão. 


surviving White Rnight, Guardian, of 
| the Lore, ete' on the intay blurb, but 
basically you're on this Óstron thing 
JAetectronic ostrich) and'the snemy 
are variously-coloured buzzard 
thingies. There are several foating 
platforms on which you can land 
before rising to the oecesion by 
Happing yourwings and atiacking 
tha anemy, When you meet, faceto 

| face the ome's who's highestwins. 
First buzzards are pretty daft and 
easy, Bul later ones become fiandiah 
in theirattempts to get you, All in all 
a very enjoyable came, with good 
graphics and sound. Dont hit the 
water — you drown. 100 percent 
machine code, joystick: Kempston, 
Good value, 













































Producar: Vortex, T6K E5.85 
In real life the famous James Gang 
were reputed to be lousy shots, 
unable to hita man six feet from 
them when all five tried to gun him 
down. However, Vortex have put tha 









ingredients-are pretty wild and 

they reaccompanied by assorted 
objects that shouldn' be in the 
pantry and would upset the Ministry 
of Health officiats if they knew about 









































nissblabono dalredo ndo A «| Whole thing right with this well made eia IRENE da PSST 
 Momenariy sun, YOU must Enock gramme where, as Marshall, vou roducer: Quicksilva, 48K Ed. 9! É thdd : 
the ingredients into the mixing bow, af pradio them down the dusty 7 Author lan Andrew Producer: Ultimato, 16H £6.50 | 





sounds a bitrude butit'sa 
wonderul game with Ultimate's 

| usual magnificent graphics. Robbie 
the robot must keep the swarming 

| insect life from eating his plant, To 
do this there are various spray cars 
Hring the brick walls Of the garden. 
Each level addsa different insectto 
lhe colleciton and the trick is lhat 
YOU mus use the correct spráy on 
he right inssot or it only serves tó 
stun for a moment. The insects also 
kiltoff Robbie as well as the plant, 
whichshrinks aweyifit's oaten tor 
too long. Letting itgrow resultsina 
bloom and a new level, Amazing 
ara hiçs, 100 percent machine code, 
S-directional movement, one or two 
player game, sensible control keys 
and Kempston joystick. 
Recommended, Also available in 
ROM cartridge form for £ 14,05. 


and the rotters into the bin. Should 

| You getitihe wrong way round you 
lose points, time energy and 

| everything. Each screen provides 

| different and more difficult 
Ingredients. Another game thai 

| needs a joystick, Kempiston or 

| Protek. Hi-scóre, one or two player 

| games, 8-directional movement and 
ihe smooathest of graphics around, 
Addictive and highty recommended. 


| CYBERTANKS 
| Producer; Star Dresms, 16X £5.50 
à complex maze o! green blocks is 
the home of the enemy cybertanks. 
Take your tank round and shoot 'em 
up, YOU can blast away the blocks to 
etat them, but lheyare fast. Thres 
lives, hall ol fame, joystick: 
| Kempston AGF dr Protek, Nice. 
| graphics and playable, butperhaps 


Forget the inlay card, which was 
| probably writtén by estoned 
| Quricksilva copy writer, and play the 
game! You ars presented with a 
bank field, denselysown with mines 
- and you must get to the other sida 
without blowing up, Take a stepata 
time and watch the warning which 
tells you whether there isa mine in 
an adjacent square — is it left, right 
Orahead? Whal happens when there 
are two or even lhree mines? The 
tenston mounts- and clever, logical 
thinking is your only safeguard. 
Level two oflers mardens in distress 
| toba rescued and later levels still 
confront you with things that chase 
and make you move quickly. Nine 
levels in this most nail-biling game. 
Andit hasn't dateda bit, stillworth 
themoney || you haven't tried il. 
Recómmendad. 


streets of town, firing at figuresas 
they appear in dodrways and 
windows, Your reflexes must be fasi 
às you won'tgeta second chance 
from thesa baddias. Bullets-ará 
restricted so it's important notto. 
-Shootinnocent people, Despatching 
a baddis earns you dollars, The 
graphics are generally good, 
aithough the gunsight could have 
bean better, Heasonably Interesting 
and indecenthy addictive: 


JAWS REVENGE 

Producer: Workiorca, 16H £5.95 
This is a game for hungry peopls. 
You're a shark on a jaws-agape- 
feeding-frenzy, Fish, swimmers 
imoving-at Olympio speeds) and 
boatmen all go down your throat, 
Some fish have a habit 01 turning red 
and pojsonouvs, so don'teal those, 























































































| notveryaddictive, and the fishermeni ' their boats MOLAR MAUL QUACKERS 
| throw harpoons ordrop depth dd ais 
GOLD DIGGER charges to stun you, You can catch Producer: Imagine, 16K £5.50 o aeueio: Haboi, TOR s5-00 



























Quackers is designed more tor 
children than shoot 'em upaddicis, 
Dbutils cheertul graphics should 
make il popular, fs set ina 
fairground duck shooting gallery, 
where four rows of repaated objecis, 


With a wicked glint in their teeth, 

| Imagine invite you to take part in the 
| fightagainst the DK (Tronies) 
mandces. Your weapons area 
toothbrush and some magico 
toothpaste, The screen odpans 


Producer: Bishy, 48K Ed 96 

Its al underground and you'ra 
+ tunneling mines looking for the gold 
| muggeta, Purple gnuggetls gnashers 
are hot on your trail, however, so dt is 

important to dig strategicaliy round 


the-depth charges and defuse them 
befora they reach lhe sea bed. And 
tha sea bed itaell isn'tilatso don't 
run into it. lts a sortol Penetrator 
meets Galaxians under water. An 
amusing game with go0d graphics. 



























i | ducks, cats, rabbits, laces end à 
No jekcoption, (iterally) witha gapirg mouthrand + CEIA, 
mê sá gases pa Ed oq h joystick option lively clêan white teeth. Tolfees and gtant turtla, move alternately in 
dropihem downandsquashiha JAWZ other gunk appear at the centre, opposite directions belore your gun 


Barrel. UBer-dellned Keys Or Cursor, 
which means you can use AGF or 
Protek joysticks, 


RACE FUN 
Producer: Rabbit, SK £5.99 
Tha Spectrum hardly has the sorto! 
graphics capability of the big road 
racing games in the arcades, but as 
far és Spectrum racers go, lhisisa 
pretiy go0d one. An overhead viaw 
shows the track which varies Irom 
wide to very narrow, straight and 
curved. Off vougo with several 
others cara. Bumping another car or 
running oh the road, slows you 

| down and costs fuel heavily, The 

| objectis to ai many points as 
possible betore running out ol 
petrol. The graphics are very good 


exciting the interest of the horrid DK 
bugs, and inseconds the teeth aré 
beginning to yellow, purple and 
black out all over the mouth, The 
trick with this game is manoeuvrin 
the wretched toothbrush into exactly 
the córreét position for ilha 

| toothpaste to bo squeszed from the 

| tube. An exceliantgame with 
wonderiul graphics, but só 
depressing to watch! /m afraid dt left 
an unpleasant taste in my mouth, but 
| have to say if's g00d value, 
doystick: Fuller. 


DSTRON 

Producer: Softek, TEM £5.95 
Fórmerly named Joust, Softek for 
soma reason, changed its nama. 
There's a lot of the “You'te lhe olé 


gnashers, Nine speed levels, 
Joystick: AGF orProtek, Kempston. 
Cursor keys. Not as addictive as 
most other Blgby games, bulã g00d 
baginner's game anyway. 


GOLO MINE . 

| Producar DK Tronies, 18K £4.95 
They say this isa strategy game, but 
thats Rardiy tre, You do need some 
Sirategy lo go for the gold in the 
quiçkest way, butit's not the main 
ingredient. Use the liftto go up:or 
down from the suríace and then dig 
towards lhe gold siies. Not 
avaryihing that glitters is gold 
though. Tunneis can coliapse and 
Here are underground sireams.. 
Energy runs Out last underground, 
especially H yorare carrying gold, In 
addition, the lit may collapse if you 

are carrying (00 much weight. 

Replenish energy by returning to the 

| Surtace and depositing gold in the 

| bank. In anyevent, à rather slow 

| game with limited appeal, but 

| probabty good value for younger 

| children. 


GROUND FORCE ZERO 
Producer: Titan, 164 £5.00 
Al lirstglance it looks like a simple 
game, but in faciitis quite hard, 
Very Similar to Romik's “Spectra 
mas, which has moré options 
than this version. Your plane keeps 
crossing tha tomering skyscrapers of 
New Tork, looking for a place to 

| land. There isn'tanywhere so wilha 
genooidal brainwave you decide to 
bomb tha-city flat to make a landing 
strip. Wilhgach pass over the city 
your plane gets lower, so it's | 

| essential to knock out the biggest 
lowers before they knock sa Dut. 
Several skill tevels with faller 
buildings. Simple to play with only a 
bomb control. Despite lts simplicity, 

| reasonably addictive. 


Producer: DK Tronies, 16K £4.95 
On-the same theme, Jawz isthe . 
other way rógpd, Tou must use your 
underwater gun sights to shoot up 
marauding sharks, whilst avolding 
lhe gunge dropping from he game 
























jedly fish on the surlace, The game 
was originally mada by. Elin — lts 
being marketed by DK Tronics 
probably hasn't made all that much 
ditigrance because untortunately it 
has & very limited appeal for serious 
arcade addicts, Good for younger 
children. 


| JUNGLE FEVER 

Producer: ARF. TER £E.90 

Get your man to jump ver tha traps 
dug by Plamies and then swing 
Beross a pitusinga rope tied toa 
tree. What comes after that is hard to 
Say because this game with ita 
effective graphics is noteasy. The 
damned rópe got ma every time, 
Gjos funto play and feasgnabiy 
addictive but perhaps a little 
verpricad. No joystick option, 


JUNGLE TROUBLE 
ProducerMartoch, 16K £5.05 
A game with a similar theme to Es " q 
Jungle Fever. Collectan axe and mis ma Tm " m: "UM 
lgapacrossstepping stonessetina | rios ce : 
erpcodile infested river. On tha other 
side you climb a ladder togettothe | 
trêes, which Re must Chopdown. 
The trees will tallon you (if you're 
not quiciçctó jump out of the wev) 
and they Blunt the axe — so back for 
another. Monkeys livo In the trees 
and steal your axe bul you can chop 
them with it = fis notalready 
blunt. Hiheysteal it — is back tor 
another. With tha forest laid waste all 
you hava to dois swing across a fire ac 
pitusing a rope, jumpa chasm and 
then home for tea. À busy game with 
plenty of opportunities for failure 
and so pretty addictive, 
























































































56 A Newsileld Publication 































































with the cars being quite large. User- 
detinsd control keys (accelerate, 
brake, lefi, righijor cursor so you 
tan use a Protek or AGF joystick. 


SHADOWFAX 
Producer: Postern, 16K £5.95 
Shadowiax came out with a lot of 
balivhoo-at E7.95, which was grossly 
querpricéád, so itanicetosee | 
Postern have dropped it now. No 
one can complain about the 
graphics nhich are quite excellent. 
Uniortunately lhe game has very 
nte siseto oier. You're mountedon 
your white charger (the intay Dlurb 
might lead to suppose this was some 
Hobbii-like adventure) and riding 
against thé black horses that gallop 
on rom tha leftat random heights. 
Youcantire a boll at the 
-approaching enemy but you must 
lhenexplode the boltat exactly tha 
right momênt. And that's the game 
— vou are up against the points. 
Mindyou, tis mesmerising,50y0u 
| do make mistakes. Definitely a game 
togeta look at first — if you like tha 
idea, you won't ragret the graphics. 
Na joystick option. 


SHARK ATTACK 

Producer; Romik, 76H £5.599 
Author: lan Anderson | 
The thémea from “Jawa works nicely 
but the rest of the continuous sound 
will eventually drive youmad. You 

| must save octopusses (or octopi) 
from the-sharks Dy weaving a 
protective net around the Gctopus. 
Should a shark eatthe octopus 
belora you screen it, then lhe shark 
tan eat your net. Having either 
succeaded or failed in this task, the 
rest 0! the game is to fil up as much 
oftihescreen with net without 
getting eaten yoursell. Three levels, 
one or two player games. Joystick: 
Kempston or Sinclair, Agame with 
very limited appeal and no addictiva 
quatítias, but Ui might well appeal tó 
younger children, à sort óf Paimer 
maets Jaws. 


SIE GE 

Producer: Pastern, 16K E5.98 
Author Mike Singleton 

Throw rocks down Tróm a high 
casila wall orio ihe-massed 
atiackers trying to climb up, As the 
rocks fall lhey knock the attackers 
off, often several ata Lima as one 
falling man catches angther, The 

| stCk figure animation is Cute and the 
game should appeal to younger 
children, but tis very Umbed as far 
as the sorioua addicted arcade 

| player is concerned. Simple control 
| toys. 


SHAKE PIT 
Producer; Postern, T6M £5.56 
Author: Mike Singlaton 
Thisis paeman variant, butit is too 
mM) original to lump in with the rest of 

| the yellow gobblars. The'maze isa , 


| tive, wriggling ona. Seven difigrent 


coloured smakes aro irapped In their 
nests, surrounded by à screentul of 
green eggs. Your job isto cat alithe 
aogs. Only the red snake can eat 
eggs. so  instantly frees itself and 
begins eating round the screen, 
freaing the olher anakes as Il ques. 
When you meet a snake head on 


| thereisa nasty lite guiping sound 


and that's it untilyou press 8 for 
another game, Should you clear the 
screen you then gela chanceto Gal 
the snakes (tall first) as well as lhe 
eggs. Inever gol there; thia is very 
difficult. Thegraphics are superb, 
quite endugh to turn the stomach! 
Pity the control noys are só 
awkward, and no joystick option, 
Addictiva and good valua, 


SPECTRA SMASH ) 
Producer: Romik, 16K £5.98 
Author: John Bell, 

Thisis similar to THan's Ground 
Forte Zero, but rather mora 
complex, in that you have limited 
reighiconirol over the plane, and 
there ara gun lurrets on some 


| buildings liring at you, none onthe 


easiest level, more and more on the 
harder ones. Bombing the guns flrst 
obviousty helps. Should you land 
successtully, having bombed tha lot 
fiat, the angry nativos reward you by 
sending out a fuel tanker 59 you can 
take oiland do the thing over again 
ata higher level. Of course they win 
In the end! Three lives, hi-scóra, 
eight levels, joystick: Rempston, 
ASF, Protek, Sinçglair. m/c. 
Recommended. 


TRANZ AM 

Producer; Ultimate, 16H £5.50 

Is post-holocaust America and the 
country's a barren desert with a faw 
cities here and there where you can 
gettuel. Otherwise a clutch of Mad 
Maxafikes ih deadly Black Turbos 


| are out to kl you while you hunt the 


wastes looking for eightgold cups. 
The playing screen is only a 6D0th of 
the available area. Instruments on 
the left show; timetaken, miles 
travelled, a map ofthe States 


showing cities and your lécation, 


local radarshowing cups (if any) 
and enemies, speedo, fuel gauge, 
engine temperature and lives left, &- 
direcional movement, excellanl 
graphics, highiy playabie. Joystick: 
Rempston. Hirghly recommended, 
Also availabla in ROM cartridge torm 
tor E14.965. 


TURBO DRIVER 

Producer: Boss (UK), 16K £5.95 
Another for the racing car addiets. 
Turbo Driver lealures very large 
vehicia graphics and an atiemot (not 
entirety successtulj at 30 through 
perspective, Six other cars leap 


away from the starting line when you | 


stall. You must catéh them up. The 
cárs and several other hazards make 
life dificuilt, andil you go too 


| carefully you run-putof fuel. The 


track is quite straight, and there. 
aren't those wmondertul explostons o! 
the original arcade version, Dut this 
is a popular program and does as 
wellas the Spectrum will alhow, m/0. 


| Joystick; Kempston, 


30 COMBAT ZONE 

Producer; Árlic, BK £5.05 
According to Artic, this is their best- 
selling program  todate andno 


| wonder. The first real 3D effect in lhe 


Spectrum. Travel across the flat 
plaim-and battte with enemy tanks, 
Flying saucers and super tanks — & 
kiliorbe killed batta of wils among 
the pyramide in real time. The game 


| gives a tremendous sense of moving 


aboutina space and can be quite 
hpynotic. Battle radar to spot the 
enemy and calculate distance. 
Joystick: Kempston. A first rate 
game and-highly recommended. 


BD DESERT PATROL 


Producer: Computer Rentals, J6K 
5.86 


Thissimplyisntaverygood. 
proram . The3D isprimitive and 
lhe graphigs uninteresting, You 
must take your tank in between 
minetiglds to the eventua! safety of a 
road, whilstavolding fire 61 enemy 
tanks. For astartofil you canno: 
move and fire at the same time, if an 
anemy tank gets into position and 
fires everything stops and you're 
dead — no evadina; to avold the 
anemy you merply turn until they 

| disappear from the screen, if you 
creep round the edge of minefisids 
than they won't fire on you anyway 
So all itaddsup to is à dull and 
boring game. Cursor keys and. O to 
fire — allows use o! AGF or Protek 
joystioka. 


SD TANK 

Producer: DK Tronics, T6K £4.95 

ãD here refers to the distant bridae 
where rows Of tanks pass before 
your gunsightand the realistic 
trajectory o! your shelis which must 
be aimed right to stradie the 

thick nessof the bridge; The: 
graphics are very good and so isthe 
sound: Skilland timing are essential 
to good scores — and staying alive, 
because the tánks fira back. 
Nowhera near es easy as it looks, 
and at the price, excellent valus, 
dovstick: Rempston with Softlink ll. 


SO TUNHEL 
Producer: New Generation, 16/48K 
E5.95-- 

You're rushing headiong down a 
tunnei and different objects llash 
past you, which you must shooL. 
There'sbats, spiders, rats and finally 
a detighttul Underground train, 
complete with twinkling headiights 
and passengers inside, The tatier 
must be dodged rather ihanshol, 
Running into the sides-of the tunnel 
cause loss ofalite (five in all), and 
youcan undertake this subterranean 
madness aí flhree spéeds. In 16H Il 
loads in two parts and there is nó 
Underground tram. Mixed opinions, 
some liked |, some didn't 





















































| wontturn off and only limited 


| touch you are partly protected by a 


golos. om ig im 







30 VORTEX 
Producer: d K Groya, 16h5,95 
This ie very similar to 90 Tunnel, 
except that the tunnel (or vortex) i5 
defined in multitudes Di coloured 
dots rather than solid blocks. which 
gives more ofà tunnel-iike feel. The 
tunnelaiso twists and squirms like a 
mad thing so it's quite a trick to stay 
safely in the centre ofit, On the other 
hand, tha 3D animation of fhe | 
objects isn'tquite so good and lhere | 
are no skill leveta wvhich means it 
quickly loses interest. There isa 
long but very amusing intro in lhe 2 
partlõad. User-defined control keys, 
soH works wilh almost any joystick, 
Good value bul limited playability. 


TRAIN GAME 

Producer: Microsphere, TER ES. 86 
It's hard to see this game replacing 
the fun of playing with real electric 
trainsets, but inan age where even 
those are out of date, maybe this will | 
be a good -substitute. There isa 
choice dl two track layouts to load, 
and then seven skill lévels, with 
levels one to six having tive sub 
laveis and lhe seventh having nine 
sub levels. All the points are lettared 
and you must move the trains round 
without crashing them and pick up 
passengers at the stations. Fun to 
play and plenty of soope for 
enjoyabie disaster! 


ZIP ZAP 

Producer: Imagina, 48K E5.50 
Author: lan Weslherburm 

In Zkp Zap you are & severely 
damaged robot with a motor thal 


braking power, so you tend to travel 
incireles. A teleport- delivors you 

(nice graphic) into a swirling mass o! 
miserabla aliens from whose deadiy 


failing shield. The idea ds 10 buzz 
chaotically arqund in confusina 
circles to collectfour pomer units, 
When you touch one lt automatically 
attaches ilselfto the teleportal, 
When all four are In position you can 
get back to the teleportal in time: By 
imagine's standards, not their best 
game, but sull better than most 
ames around, Joystick: Kempston, 
GF, Protok, Fuller, 
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ps: BRITANNIA SOFTWARE - 
pareras am 6 Woodville Road 

peço vecome CARDIFF CF2 4EE 4 
Cutetas| fa is 
a Tel: 0222-25803 

E E 
RE HOME RUNNER Machine Code Arcade game. Can you survive and get HOME alive in se 
8 this all action, musical game? essere E PRP Ra RS ane  RRP£4.95 E 
"8 STOMPING STAN Machine Code Arcade action. Help STAN THE MAN collect his = 
mil keys to the next card in this highly addictive game ..iimmmeno RAPE495 - 
==" GRAND PRIX DRIVER is a 3D, full machine code E simulá Rs racing car game. Can 

cl you reach the chequered flag ahead of the field? Excellent colour and Eq 

== Compatible with ssPEgea on - RRP £6.95 

cel Alithe above are Joystick (Kempston) Compéfibie: 

E | Eca seda to Britannia Software'. Prices inc p&p and VAT, 
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O ve krica your trigirados well) rat to & To obiain your Game and personal 
Mission Soliwáre: 5 sie package on Project become Secrot Agents and usa your Passport sith all lts Secro! Documents 
Voicano, 15 probably the mos! advanced Adventure game, me vil) be quite PspRç to supply send a Cheque or Postal Order fox 76.05 
Computer Game Package you-have considered this Ec irem with iheir Passport and inc, PRRVAT| milhithe Coypon a! 
peer. 4 mos just for the dúdicated game player but for Documents for E2.06 per ki, This way the foot of this advertisement. 
those that vam to get involved in Secret Codos — Messages. and the miermpaids o! DIS pOU abirdys retaín your personal 
(British Intelligance; and ihe EGB, Passport and Secret Information 


TIS Rr FOR THE SINCLAIR SPECTRUM a8m AND DRAGON 32 HOME COMPUTER 


& The moment you tell us you have 
When you receive your Adventure Game from Mission Soltuara io included in the complted your current assignment we ORDER MISSION 1 TODAY AND JOIN 


pacraçe is your Passport tó the intamational workings of the Secr rat Agents. will alvise by Secret Data, detads of THE GROMING tag OF SECRET 
Tour pergonalisad Passport will ags:st you In regotialing the EGB. metwork in the Soviel how to penetrate one o! the Words AGENTS OPERATING FROM COMMAND 
Block Countries and vital tó lhe sucoess Of your missson. mos! sacra estabhshemarts HEADOLIA, TER O 


mancd Headquarters will give vou information that olher Agents have FED PebEN, 

togesner with thesr Communicaiion Log, Mission Instructions, ret Memes, Chassifiel 
Diagram, Full OU TO Be structons-and other Secret Desta 
ne UP TOA EAK THE CODE AND BECOME A SUCCESSFUL SECRET AGENT e 

Wise raly upon our 45 16 fesd back intormation to make luriher projects iniarestiro and rsss | e e Fem? 
complex, to tax your ability and to quaraniee mary hours of enjoiment 
vie baliava Mission Sofhuara Limited is fhe onhyr company that supports des Field Agents q ' e] é] Nai! E] 
wir à mass of Epcret ri o make tha Mission exching ari enjovabio wrhi DR 

ES a mus pi ea aa ir RR 

can aa - Sed TWARIE LIMITIEID 
COMMAND HEADQUARTERS - 151 FLOOR 
49 GRANGE ROAD - DAALINGTON “Co DURHAM 
DL1 5NB - TELEPHONE (0325) 483344 





NAME o. rs RA ES Ea AP La PLEASE SEND ME MISSION 1 FOR MY O 
(MCK AS APPLICABLE) E > 
MS mio e se ea AE LER E DRAGON 32 [] SINCLAIR SPECTRUM sak [) pos 
EXTRA PASSPORAT CODE-BREAKER 295 [1] Ê 


ALI AR PRN PR ERP RR Den Mn AR. LN WA É pn afEls Hs FENCLOSE MY TOTAL REMITTANCE OF É... 
CHEQUES AND POSTAL OADERS MADE PAYABLE TO i 
MESSIDN SOFTWARE LIMITED 

MISSION SOFTWARE LIMITED - COMMAND HEADQUARNTERS - 15º FLOOR - 49:GRANGE ROAD . DARLINGTON 

DURHAM - DLISNB - TEL. (0325) 483344 
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CARDS, BOARDS 
GAMBLING 





| We were tempted to call this section 
CARDBOARD GAMES. Sadly, 
quite a lot of games in this seciton ara 
pretty Ilmay. Part of the problem is 
ape eo go remove the 
rs ld 0 denlin Ando 

ng real money or playin | 
rionds, the p logos a Tot of its 
Interest. But in cases like the Pslon 
Serabhlo, lhe programs are not onhy 
excellent, but some of the tedious 
getting up is taken away. H's obviously 
a question of personal choice ... 


BACKGAMMON 
Producer; CP Softwara, dBK £5.95 
| Backgammon isa board game using 
dice and counters. lts complexiltias 
are ivo detalhed to go into here, but il 
is Important that the cassette Inlay 
contains-tull instructions forthe 
beginniner. The CP Software version 
| does so. Full board and counter 
display with two on-screen dice. For 
asingla player against lhe computer. 


BACKGAMMON 

| Producer: Hewson, T6K £5.95 

| Clear and simple graphics make this 
a good version which does wall 
within 16K, Full instructions on 
program and gama contained in 
insert. Invalid moves refused with 
aliernate moves suggested, On- 
“sereendice, four game options. For 


BACKGAMMON 

Producer: Psion, 16K £5.95 

One can usually expect a lot from 
Psion, and this game is nó 
exception. Very good graphics and 

Instructions with four skill lavals, on- 

screen or throw your own dice. 

Good demo mode, 


BRIDGEMASTER | 
Producer: Bridgemastor, 16K £24.95 
H Backgammon is à dilicult game to 
axplain, then Bridge, the ukimate 
card game, is impossible, 

| Bridgemaster is à marvellous | 
baginner's course in learning how to 
play the game. The package 
includes a computer tapes, a 

| commentary tapa, very well rãad and 

| which takes you pç aa ni 

aying stages, and a boo a 

rdoo Dae ce which is included 
for general reference. The demo 
'automode' plays through a hand for 

| vou in combination with the 
commentary tape. This is very much 
a tutórial program — you can play 
through a hand where the program 

| oniy allows you to play the card 

| axpects, beaping if you play the 
wrong one; In this way you become 
acoustomed to the Bridge 
“conventions', and itshows you how 
to take tricks, bid and make 

“contracts and the esoterica of 
scoring. ses 55 different deals for 
teaching. Ityou wantto become 





prolicient in playing Bridge then this 


is an excellent program, making fine 
use of the computer and well worth 


the high price. 


- BRIDGE TUTOR 
| Producer: CP Sollwaro, T6K £5.05 


Two programs, each at £5.95, 
Beginners and Advanced. Works 
from 40 pre-dealt hands, each hand 
used to Ilustrate a particular aspect 
of bidding and card play. 
Conventions used are Ácol, 
Blackwood and Staymer. Accepts 
oniy correct bid or card, 


CHALLENGE 

Producer: Temptation, 16K £5.95 
Challenge provides two games on 
one tape, a version of Higher Lower, 
and Master Code deluxe. In the lirst 
you guess the value of the next card 


| turnedupand may gambls a 


winning line of five cards. In Master 
Code ou must guess the colour 
code tha computer sets up, Or set up 
your own for the computer to quess. 
Graphics generally very good, but 
playability sesps away rapldly. 


CHESS 
Producer: Artle, 48K 8.45 


chess programs available, all ara 
pretty good. This program offers 
seven levels of play, tour of which. 
are within competition time limits. 
Full analysis, recommended moves, 
save game. 


CHESS 


| Producer: Psion, 48K £7.05 
asingie player against the computer. | 


Psion's sensible graphics make this 
anegasy game on the eye. You may 


tha skill Hevel during a game. 


CHESS || E 

Producer: Artic, 48K £9.95 

There's much argument over whlch 
| actually (he beast chess program 
for the Spectrum, Artic have 


thiz One stands out well againsl 
everyone else's. There are 1000 
levels of play — you choose the 


| maximum résponãe time for tha 


computer, and that dictates the skill 
level. When pitled agaírist other 
computer programs, Artic's has 
consistently beat them — so they - 
claim! But see for yôurseil. You may 
change sides, add or remove pieces, 


| listor print outall moves made and 


tha computer will recommend a 
move. | 


CHESSPLATER | 
Producer: Quickstiva, 48K £6.94 
The Chess Player speaks, at least 
brigily when he announces himself, 
thargafter he contents himself with 
on-scraen remarks like, thai was a 
pathetic move”. A useful feature is 
the ability to alter the colours Of 


skill lavels with varying response 
times. À good starter's program, 


| because tha computer dões lose on 


the lower skill taveis, which is 





There isnt much to choose between 
tha quality of graphics in mosto the 


play either black or white against the 
computer, reverse roles or change 


produced a number of fine tapes, but 


board and pieces to suit yourselt, Six 


encouraging! Computer- 
recommended moves, but watch lt 


| closely — li cheats sometimes! 


CHESS THE TURK 

Producer; OCP, dBM £B.95 

None of our reviewoars have actually 
seen this program yet, butithas ' 
been generally highly regarded by 
mosteritics. We will deal with it in 
more detail at a later data. 


CHESS TUTOR € 
Producer: Artic, 16K £6.95 

Whilst limited irits playing levels, 
this game allows you to learn chess 
against lhe computer, by showing 
vou how, You canalso play a game 
against lhe computer and all legal 
moves are allowed. Recommended 
moves, setting up board and save 
game. 


CYRUS IS CHESS | 
Producer; Intelligent Softwares, 


| FEM/ABK £9.05 


This program is winner of the 
Second European Microcomputer 
Chess Championship. The dBK side 
has more sophisticated options such 
as altering the colours of board and 
pieces, printouts and game saving. 
Cursor keys movement allows you to 
analyse a move or take the plece 
back. dies tnoves are buzzed. 

Eight skill levels and a problem level 


| system whereby the computer can 


be instructed to look for ã mate in 
ona, two or three moves, Comes 
complete with an instruciton manual 
anda library of opening moves. 
Excellent value. 

DERBY DAY 

Producer: CAL, 4BK £5.05 

This race simulation game offers all 
the fun of the gee-geas without the 
strass ofattending a meeting, or 


| replaces those pariour versions with 
| the rolled out track and wooden 
horses that were onte popular. Up to 


tive players may beteither tor points 
o penca — Hits money, you keep 
your own book. three levelsare 
offered and when allis ready the 
computerserolls the race before 
your eyes (machine code) stowing 
down to slow motion as the race 
naars the finish line. If required à 
phototinish is provided, Good 
instructions and graphics. 


DOMINDES 

Producer: Micrômega, 16R £4.55 
A competent version of the famous 
pub game, marred bya complex and 
ungrthodox way of presentthe play. 
Dominges may be familiar to most, 
butif not lhere are sensibio 
instructions — provide your own 


| Beer though. 


DOMINDES 

Producor: Phipps Assoc, 16X £4.95 
Phipps' version is somewhat better 
as tar as playing goes, with the 
familiar right angle shapes making 
ta dasy, adding up the adiainina 
ends to make multiplas of five or 
three. TZ points to win. 


DO NOT PASS GO 


Producer: Workforce, 48H £6.95 
A very good computer version of 


THAT FAMOUS GAME whose name 


noone dates utter tor fear ol law 

suits. Up to six players can take part 
with all the usual fegtures like | 
buying, selling, mortgaging, houses, 


Chast and Chance. Each player gets 
£1,500 to startand the screen 
displays all the relevantinio you 
could want. À pad and pencil are 
handy though, if you dont wmantto 
keap asking the computer to list 
vour possessions. Vary good 
praphias within the Spectrum 

miatlons:; Tha game can be saved 
at any time. 


JACKPOT 

Producer: CAL, 48K £4.85 

à trui machine game with full 
features including, nudge, gambla 


hotels, jail, passing GO, Community 





























anidhold. You start ot with 200 units 
and each spin costs 10. Aneallonch, 
is the money token rolling along the 
botlom of the screan into a slot, and 
the payout which ona jackpot can 
take almost halfa minute! Writtên in 
basic, but reasonabiy Tastand 
smooth. 


FRUIT MACHINE 

Producer:DK Tronies, 4BK £4.95 
The title says Hall — the only money 
vou can lose here is lhe priçe ol the 

| cassetto! Features nudge, holdand 
gamble with good, colourtul 
graphics: 


GO TO JAIL 

Producer: Automata, SSH £65.00 
Automata's version of THAT 

| FAMOUS BOARO GAME differs 

| from tha óne by Workforce in that it 
doesn't show the whole board at 
once, preterring to concentrate on 
ihreg squares atatime. This does 
make the graphics a lítile easier On 
the-eye, but removes some ófthe lun 
as well, 2-5 players can laka pari, 
with the computer acting as eliher à 

| bankerora player (useful becausa 
you can play in one against the 
computer), Thecomputer is & pretty 
mean tycoon as wall. Gontaina every 
usual feature of tha board gameand 
is good value tor money, 


MASTERCHESS 

Producer; Mikrogen, 48K £6.D5 

A program with ten playing levels, 

options to alter the board and pisca 

colours to suií, setting vp lhe Board 

— 00d for problem sólving — 

| recommended moves and game 
«Saving, all make Mikrogen's chess 

game a strong contender. 


MONTE CARLO 

Producer; Micromega, TB E4.B6 
Two games on one tape, casino style 
Blackjack (Pontoon) and Craps: The 
Blackjack games has fine graphics 
and plays the standard rules, but 
sulíera irom a laçk Of interesting 
options, liko buying cards, buming 
and soliiting. The Craps game is the 
famous dica game of American 
mavies and features a hand'shaking 
the dice until you press the Key to 
release them. Despite lhe usual lack 

| ofatmosphere that you expect when | 
playing commiunal- games with a 
computer, this program [5 an 
attractive One, even addicive. 


OTHELLO 
Producer; CDS, TEM £5.85 

Tha 19th Century board game is 
simple to play, difficultto win. Also 
Known as Reversi there are several 
versions, This isa standard one. You 
can play another person, play the 
computer, or match the computer 
play tseM fusetultor learning, but 

| notmuch fun). you want to play 
another person, then you're better 
ot buying & réal board game 
version, Computer-recommended 
moves H stuck. 





REVERSI 
Producer: Ártico, 16K E5.95 

Clear colours make this easy on the 
| “eye. Game teglures four-skill lavets 
and qame-save. 
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REVERSI 


| Producer: Sinclair, 16K £7.05 


Excellent graphics, nine-skill levels 
to choose from and you can watch 
the computer play or play againsl 
the machine, Hi-res graphics and 


| machine code. Qne of lhe best 


versions, but so it should be for the 
price. 


RDULETTE 

Producer: Micromega, TOM Ed.95 
Ifgambling games jack excitement 
when issuêd torth from a TV screen 
then at least they must have exciting 
graphics to make up forit. 
Unfortunatety the wonders of the 
spinning roulette wheel. are denied 
us inthisgame. All you see is a lina 
drawing of the whee! mile à Hashing 
number indicates the wheel 
numbers. dll bets possible, fun in 
Dccasional doses. 


| SUPERCHESS II 


Producer CP Software, 46K E7.D5 
Thera has been much argument 
between Artic and CP Soltware var 
claims for this program, Artic saying 
their aguivalant game beats CP's 


| every time. Neverthetess, this 
varsion is very good, with clear 


“graphics, the optontochange * 


plavina-colours and seven levels of 
play. Several standard openings 


| programed, recommended move 


anda very helpful HELP which will 
list the available options, 


SCRABBLE 

Producer: Psion, 48K £15.95 

Hi mayseemoa lolofmoôneyio pay 
out, Butif you enjoy playing 
Scrabble, you'll love the Spectrum 


| verston — aver if you dom tiika 


Scrabble, youliiove the Spectrum 


| version! There's no dénying thatthis 


| liga fabulous program, Hallows you 


todo anything atall you would'do in 
raa! Scrabble, and if vou're playing 
against the computer itallows vou to 
chea! — but you wouldni do that, 
would vou? Graphics display is 
crystal clear, your tile ráck can be 
puagied to make up words the 
computer tells vou what your word 


| wiligcore andlets you take it back dl 


vou think you cando belter, Up to 
four players, lhe computer may be 
one oral o! them. tou can select to 
see the computer thinking you 


| wish. Only one falling. the Spectrum 


seems to gat away wiih some rather 
odd two-letter words — and you 
cantchallenge lts 11,000 word 
vocabulary. Highly recommended, 


TODTIE FRUITY 
Producer: Dream Soltwere, 48K 
E5.85 


| Author S HITper 


Another one arm bandit game with 
nudges, holds, pamble and jackpot 


| payours visible at thê side of the 


display. Thisis a version we haven't 
been ablê lo see vel, so judgermient Is 


| Fêsorved! 


| VOICE CHESS 


Producer: Artic, d8K 29.98 

With simitar specifications to lhe 
“Chess program from Arte, this. 
version well talk you through your 
game and mage Comments. Seven 


| tnyels oi-play, save, recommended 


moves, set up board, Agood solid 


“| game 


YAHTZI 

Producer Workfóres, 48M-E5.50 
Yahtzi, which also gets called 
fangize, rahtzaa and even Yahices, 
5 & complex dice game, not uniika 
poker dice, Iris based on the throw 
of E dice, whichare shown in the 
upper half o! tha screen, while tha 
iower half shows the poker soores, 
paira, threeota kind, tullhouse etc. 


| Since between 2 and É people can 


play, it-can be party tun time, but 
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atll think this serto! game works 
better with everyone facing inwards, 
rather than in a line watching TV. 


2X DRAUGHTS 

Producer: CP Software, dBK £5.95 
Oddly endugh, considering how 
many chesa, reverstand card games 
versions, lhere are, there |5 really 
only this Draughis program. 
Perhaps the game is.too simple to 
excito programmers' attention, 
which would bea mistake, since 
Draughts is quite hard to play well, 
There ara ten levels o! play against 
the computer. legal moves refused 
and you are forcad tó take pieces by 
jumping f there is the option. Pisces 
reaching the back fia opposite are 


automatically made intó kings. Good 


value for money and one ol the more 
absorbing board games, 


EPE uia cm ne? 
SPORTS SIMULATION 





| Athietics on the computer scresn may 


saem contrary to the vigorous natura 
rammars 
have turned their hands to simulating 
various sports wilh mixed success. À 
least playing them on your Spectrum 
is somewhal more active than 
watching the real thing on telly. 


CHAMPIONSHIP DARTS 

Producer: Shadow, 16X 

Author: D Locket! 

You might think a game of throwing 
skillwould be diticultto transiate 
into à computer game, but Shadow 
Soltwato have managed very nicely 
im this cute and gentle game, Alter a 
finetitle card, a large, traditional 
darts board appears. By pressing 


any key you freeze a fast moving 


sweep line, which determines the 
segment your dart has hit At the 
base is a cross section through lhe 
board showing the rings — double, 
single, treble, single. outer bull, bull 
It's elegant, simple and very 
eltectivo. Asensible 
demo/instruttion mode shows you 
how to do dt. Toucan select the 
number of points required for a 
game, enter the two players names, 
and the program guides you ihrough 
three shots in each turn, You must 
Timish with a double or bullofcourse, 
Perhaps notexacily exciting, buta 
tina gama and worth the money. 


| FOOTBALL MANAGER 
| Producer: Addictive Games, dBK 
| -E6.95 


Author Kevin Tons 

Universally agreed as one of.lhe bes! 
of Spectrum games 0! any type. This 
i5 as much strategy as simulation as 
yóu choose a team from &4 on offer, 
and try to work your way up from 
Division fóur to minha FA Gup. The 
background to the game is quite 
realigtic, with players losing strength 
value and gainingitby-resting a 
match, morale worsening wilh lost 
matches, declining Crowds and 
resulting loss of gate money, and all 


“the technical and strategic problems 


ota club manager. Having selected 
your team, studied the opponent's 
dossier, you cansitback and watch 
lhe lully animated, edited highlights 
of the matçh! An amazinaly 
engrossing game with seven levels 
of play and highly racommended. 


GOLF - 

Producer: Abrasco, 16K 25.55. . 

For 16K users this isa very g00d 
prógram with quickly assembied 
graphics that cleariy show positions 
of tee, green, fairwmays, bunkers, tree 
hazards and rough. There's no 
animated golter as in the Virgin 


gama, butits made up tor with 


clearly visible balls that follow a path 
of your shot You can input 


as A Lu P) 





commandstousea 1or3wood ol 


| givenstrengths, or 1-Dirons which 


ask wehlhar you wantasoftor hard 
strike. Il you pick between Tand9 
iron, you are reatstically asked 
whether it should bea chipshotor a 
piich. When both players are on the 
green the screen scrolis to a close 
upwhich uses a 20 foot scate for 
judging tha distante of the pull. The 
onty drawback might be a tendency 
to crash if anincorrect variable Is 
entered, An atiractive and 
responsively fast game, One/two 
players and choose how many holes 
to play. 


GOLF 


| Producer; R&R, 16K. £3.75 
| Considering this Ria us 


available in 1982 itstil stands up 
extremeiy well to some of thê more 
recent aitempts at simulating the 
sport. Afiera very shortioad you are 
asked | one or two players are 
taking part and whether you wanta 9 
hote or 18 hole game. Its only TOR 
so there is less sophistication in 
matters like Chogsing clubs. Your 
optrons are tó select the direction 
using the clock face, and a strength 
ol shot from geroto 100 — decimal 
points are acceptable. Each hole is 
generated very Quickly with details 
olthe lairway, rough, trees, bunkers, 
watér hazards and the green, Putting 
is the most difficult — as Ilofienisin 
real life. A very good use of colour 
and for 16K and the price, very good 
values. 


GOLF 


Producer: Virgin Games, 45K £5.95 
duthor David Thomson 

in this version of the noble game, 
oneto four players may take part 
and play between one and eighteen 
holes, choosing-handicaps up to 28. 
The higher (worse) your handicap 
the more erratically random your 
shots become. There's amoplionon 
tive-clubs wilha cholta of strength 
between O and 10, When pour 
selection has been made and you 
have estimated lhe compass point 
direction in which to swing, an 
animated golter appears and hits the 
ball. Onçe on lhegreen a putter is 


| automatically sefécted. While fun to 


play there are several drawbácks. 
Thegraphics are very slow, Bach 
hote being built up character line by 
character line. The random quality 
ofiha handicap system undermines 
ita values — everyone should choose 
azerohandicap! And the compass 
points are nesdiessly difficult as 
North kegps shiting direction with 
every hole, Worstol all Virgin have 
been sening the game with a glaring 
bug — when asked if you would like 





nr Vê A di a 
sat La 


another game, there's an incorrect 


| command in the BASIC which stops 


the program dead. It's easily 


| corrected but annoyina. 


GOLF 

Producer: Artic, 48K £5.95 
sub-titlad St Andrews, this gama is 
based on an accurate reproduction 
of tha world famous golfcourse. 
Each hole is drawn out showing the 
well kngwn details and a brief 
description and history |s given. One 


or two players may take part, playing | 


a proper game or single holes of 
their choice. You ara asked whether 
vou wish to use a wood or iron, 
sirengih of shot, expressedas a 
percentage, whether vou want the 
shot to go straight, fade or hook, and 
what angle, Arnving on the green the 


| Sereen culs to a close up for thê 
| putting. The graphics are black on 


green and very simply drawn, Tha 
rogram is in BASIC so after typing 


| in figuresyou ENTER, but words are 


accepted automatically. The 
temptation to anter W for wood will 
resultin a break into program — the 
main drawback of an otherwise 
interesting game. 


POOL | 
Prbducer: Abrasco, 48K £5.95 
Author: K Enves 

A sudden tlurry of interest in Pool 


| makes for some interesting 


compartsons. One of the newer ones 
Is this version from Abrasco for two 
to etghit players, withthe option of 
ria à league, Às usual, the cus 

His controlled by a small cursor 
dot — in this case the cue ball] traveis 
towards the cursor, which is 
controlled by use of lhe cursor kays 
(slow and fine tuning) or the zero 
key for last positionina. A very ciear 
strength bar indicator isused tô 
determine the distance the cue ball 
will travel, and is positioned with 
keys Sor & (minimax). Considering 
the-limitations of the Spectrum and 
TV'escreans generally, the graphics 
are quite good and the movemento! 
the balls 15 convincinghy accurate 
though terribly busy. Game rules ara 
a close copy ol lhe real game, the 
balls are marked as spots or stripes 
and you lose a turn for a toul shot, 
Good. 


POOL 

Producer: Bug-Byto, 16h £5.95 
This version i5 unusual in tha! the 
cue-ball cursor may be placed 
anywhere onthe table, which allows 
tor greater control over the shot. On 
the other hand this isnota very 


| closa copy of the real game. In 


addition to the cue ball, there are six 
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pother numbered balls [you score the 
value of the potted ball) and each ol 
tha two players takes il turn, playing 
through until all the balis have been 
pottedorhe has missed threo 
consecutive pots, or potted the cue 
ball. In this sense the game is a bil 
limited. The graphics are clear 
although more use of colour could 
have bean made — all the balls are- 
red, but much bigger than in the 
Abrasto version. Practice probably 
makes perfect, for itismrias easy to 
play 65 itiGoks. 


| POOL 

| Producor CDS, 16K 15.96 

Author: Mike Lamb 

CDS have done very wall with thia 
version, Itisn'ta classié siripe or 
spot game. There are six balls, three 
red, three blug. The cursor moves 
mund the edge of the table with Key 
5, picking up speed as it goes: À 4- 
block bar indicator |s used for 

| Strengthof shot, a sensible 
arrangement where each key stroke 
adds à block. Tha graphics are very 
good, with nsat movement and 
pe the best stopping eftect of 
any.of tha pool/snooker games 
avaitabta. One or two pláyear games, 
scoring and hi-soore. Good value: 
Machine code. 


BNODKER 

Producar: Artic, 16K £5.06 
With the minimum space devoted to 
score lines or embeilishments, Artic 
have producad about tha biggest 


































“Bolassc six colour, nine red ball. 
“Instead of a moving cursor, the cue 

| ball radiates a direction Indicator 
lina controlled by lhe cursor keys, 
and the strangth'of shot is given by 
using keys A toZ, The table is 
“correctly marked with D and'spois. 
Balls pocketed appear in a green 
bandat lhe base of soreen and the 
sepre is automatically keptand 

| displayad at the base ot the table, 
Tha ball colours work quite well and 
he movement is reasonabiy smooth, 
alihough the balls do stop very 
“Suddenly. Machine code. 
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STRATEGIES 


Eb 14 says the dictionary, Is 
Bengralship, lha art of war; 
| management of an army or armies in a 
campaign — art of moving or disposing 
Iroops le s0 às to Impose upon 
the enemy the place and time and 
conditions for fighting preferred by 
pnesell The bes! strategy game 
attempt to simulate real conditions in 
wide gro jahem!) of activitias, 
and ask you lo manage bei lorces, 
whether lhey be armies old and new, 
pr an amkward work force. Most 


























important to be able to “save 
hem for another conventent time. 





“playing table for their game, which is | 


ES 


computer versions are lengihy games, | 
[so Es ia To 






STAR SOCCER 
Producer: Waison, TER £5.95 
This is a quite dHferent football 
me from Football Manager by 
Rddietive, and is really a Computer 
verston ot those old football games 
where you controlled your men with 
rods and handies. Its designed for 
twopiavers, but since you nesd 
much of the keyboard, quick change 
overs are essential! Alter loading 
Du are presented wilh a Super 
tão oteight well known tagms 
and a league scoring table. Having 
decided which team each Isto play, 
the two opponents may select a 
playing formation; 3-2-5, d=2-d, 4u3- 
dor d-4-2. The playing fistd now 
appears with all the pumbered 
players of each side Set up ready tor 
the kick off. The 'players ara no 
animated figures, butnumbererd 
squares, uniike the well-kngwn Atari 
version. Passing the ball is done by 
setecting the players number to 
| whom you went lo pass and the 
game rates along with both sides 
attempting to tackla, interceptand 
score goals, Goal kicks and cornars 
are featured but not side throws. 
This is highly addictiveto play — 
could even be lhe end of foolballas 
we Know il. 


TEST MATEH 

Producer: CAL, 48K E6.95 

This game should bowl over all 
cricket fans (nonans will find it all 
double-duten). Fastagtion with no 
wait times makes it à apeeded up 
version! the real thing, 
Participation is very limited, 
however; you're allowed 10 select the 
bowlers In your team and order lhe 
batsmen, but from lhor on tha gama 
runs itself! automatically, Only In tha 
eventofa good midfield shot do you 
have to situp and decide whether 
the basimen should risk & run or nat. 
in tact thesdas seem pretty good 
since the flaiders are not very 
accurate long shots al wickel. 
Features howrzats of bowled, 
caught, run out, lbw, and follbws real 
cricket very closely with the 
exception of Australian beer cans on 
the piteh. 


AIRLINE | 
Producor; COS, 16/48K, E5/6.00 
“Start off with £3 million and turn in 
into £30 millon and take over British 
Airways. Hijacks, Strikes, Grashes 
and rising fusiçosts all take their 
to. 1 you enjoy strategy games 
revolving around empire Bullding, 
then COS are the people for you. 
Clear textand ilustration graphics. 
Good value for money. 


APOCALYPSE 

Producer: Red Shift, 40K E9.95 
'Apocalypse is a game ofnuclgar 
devastation, lts a long two-sided 
load and a game for 1-4 players. It 
can fake between four hours and 

| tourysars to play and if you outgrom 
ilha sgbnario, Red Shift have othera 
to add on: À large selection dl maps 
allows the action to lake place 





anywhere and atalmost any period. 
Youset up the empires, thair 
centres, their armies and weaponry. 
This is a very flexible game of real 
war-strategy which should keop the 
addlet going fora tong, long time. 
very good value, 


AUTOCHEF 

ProduçerCCS, 16/48K £5/85.00 
You have a million in capitaland 
must intrease this to 25 million in 
tha shortest possible time. The 
problems You must copa with 
include wary Shareholders who are 
watching your every move, 
assessing your perlormance and 
whomay even force you to resigrn if 
you're nótdoing well Infiation, a 
sluggish economy and copious 


| Strikes are other problems you will 


face in this lively strategy irom COS. 
It's all very well cating fast food, but 
how fast is the money? 


BATTLE OF THE BULGE 


- Producar: Chameleon, 16K £5.50 


Thisisnotanárcade type Game 
wnichis over ina fewminules and 
the-only tacultios to ba tested aré a 
thumb and firing finger" iLsays on 


| Mheinlay. Too right. The esght-par! 


load takes aboul ten minutes with 
breaks to lat you copy the various 
town coordinates and maps, 
without which you cando nothing, 
soa 2X printer is essential, And then 
each move, yours and the enemy's 
takes an age as lhe screen builds up 
theimage in BASIC. The gama 
represents the famous German 
fhrust against the adyancing Áliles In 
Wortd War Hand claims to 
réproduca the German advance 
acourately. Your job is to try and do 
bettar than the Állies did in preven- 
ting it, eins is certain, the real 
Battle of tha Bulge has to have been 
more thriling than this computar 
version, which le-verybadly dated. 


CORNCROPPRER 
Producar-CCS, 48H £5,00 

Okay cornballs, time to gel your 
hands dirty down on your 30 acre 
farm! There s the buying of seed 
crop to do, ploughina, plantina, 
irrigating, porvandánia storing, hiring 
ofhands, spraying lhe bugs and . 
kesping an eye on the bank balanca, 
Weather plays an Important part, . 
and as usual with thase games life 


| justisn'ta doddle. Good, clear and 


colourtul graphics. 


DALLAS 

Producer: COS 48K 00.00 

The name of the city has become 
synonymous with olland JR. The 
object is 16 lake over the Ewing 
Empira orbe taken over by them il 
vou lose. À map of ihe Dallas area ta 
divided into a grid and you are 
offered the option of buying up likely 
sites tor drilling. You-can do surveys 
beatore or after buving, move rigs tó 
the site, drill,set up production and 
bulid pipe lines, Tha more 
successtul you gre the more likely 
you are to be hit by sabotage and 
other disasters. Oil prices fiuctuals 
all the whlle; gRecing your 
revenues. À q90d siratboy game on 
the whois, although the random 
elements do seem to intrude too 
ettectively. 


METATOR 

Producar DK Tronita, 4BM £4.05 
Oneo! lhe beast early games trom 
DK. Touve justbecome President of 
Hitimba. an equatoria! banana 
republic: Your-retgnwillbe brief and 
unenviable. How long can you 
survive your greedy and natéo secrel 
police, bullying army, irritating 
queriltas; bothersome cômmies, 
snol-nose iandiowners and revolting 
pasasants? Money may ba borrowed 
trom the Russiansor Americans [É 
they feel lika it). As the game 
progresses the options run short 
Can you make itio a wealihy exite or 


| will you die at your póst? 


Recommended. 


| 48K £85.50 


sponsors ifyou seem to nes 


| habit ot deserting you If you're not 





“to evolve and survive. ls an 


| Brain and youraimislo stay in 
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EVEREST ASCENT 
Producer: Richard Shepherd, 


PRE TO 


You have 20 days to reach the 
summit of Everest, starting Of! with 
limited funds (money comes in from 


well, but it ismtoredited to you 
you've 1 Brgpmen to buy a radio). You 
must hire Sherpas with homely 
names and varying strengths end the 


ted properly. Their equipmentand 
supplies are expensive and they eat 
like horses. Neat graphics and the 
familiar prompt menu for buying and 
moving &bout. |t takes some getting 
into and early expeditions usually 
lasta shorttime until you realiso 
what's needed most, À good 
average. 


EVOLUTION 

Producer: Microsphere, “BK £5.95 
This (5 a game abou! tha beginning 
of life and its development to date, 
You are alven opilonsas to whether | 
fe forms may evolve or not. Factors 
such as temperature, Competition, 
natural disasters and environment 
have to be taken into account, There 
are two levels, an easy one which 
ignores cross-relationships like 

plants evolving befora plant-aaters, 
anda difficult one where all the 
factors mustbe right for a life form 
interesting and geologically 

accurate game and enjoyabie to 

play. The graphics ara very simple, 
mostly text. Rated overall at 70 
percent, 


GREAT BRITAIN LTD ; 
Producer: Simon Hessel, 454 05.95 
rouare Prima Minister ol Greal 


power as longas you can. Having 
chosen wluch party yõu wish to 
represent you are presented wilh tha 
state of the nation, lhe rate of 
inflation, unemployment rata, 
exchange rate for the pound and 
dollar, your popularity rating. 
nation's balance 8t the bank and so 
on, Factors taken infoaceoum are 
population figures and relationship 
of OAPs to children, number ol 
compnies in business, tax income 
from various sourcas, exponditura 
for the previous year, and lhe prices 
ol commodities. Tha general aim |5 
to work towards lhe General 
Election and win il. A highly 
complex-program which takes pis 
to the thniis of Election Night — and 
bevond (livou're à sugõess). 
Recommended. 


RENERAL ELECTION 

Producer: Buy-Byia, 48M 26.55 
Author! Wasonand DWoI 

The objsctis to win more seais in 
pariament than youropposition (its | 
a raalistio simulation anyway). There | 
are 100 constiuencies spit up into 
five regions. In each region sealã are 
aradedas Very Safe, Safe, Marginal 

or Very Marginal. From the title card 
01 Maggie shouting the game's title, 
its all go: Untoriunately so much-of 
the gameê is a dice-lhrowing board 
game and it's baset by piles of 
contusing instrucllonsas comples | 
as an explanation of Elnstein's 
relalivity laws. In the end, rather 
boring to play. 


INHERITANCE 

Produçer: Simon Hessel 48K 26.05 
This is a two pari game. Great Uncia 
Arbuthnot is dead and vou inherit 
his entire estate, but first you must 
prove your financial acumen by 
turning £10,000 into E1D0,000 in 28 
wegks by Investing on lhe stock 
market and lhe Metal Exchange, You 
can also gamblie ai the casino or al 
the races, Only on completing part 
one can you load part two; hora you 
have got themanor noyse plus its 
ailing soft drinks factory. The aim is 

to find the secret formula for | 
Paradise Cola and successfully | 
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| market the drink whilst coping with 
flres, strikes and frauds, The-game is 
aii text but it moves ata livaly pace 
and is playable from lhe start. 


JERICHO 2 

Producer; Elephant, d8K £5.55 
Atext strategy game in which you, 
as doshua, have a go at bringing 
down tha walls of Jericho. You ara 
provided with certain siage 
implements like ballistãs, battering 
rama, towers and carts, plus 300 
man. Theartis to assign mento 
particular tasks while jugoling with 
the necessíties of building further 
Stage engines, gathering the 

| matertal tor them, keeping food 
Eupplies up and attacking lhe weak 
points of the walled city. Unied men 
| dasert— ifsatough lita, 


| JOHNNY REB 

| Producer: MC Lothlórian, S8K £5.50 
| Lothlorian specialise in batia 

| Strategy war gamas which require 

| hours to play property, involving 

| military units of varying strengths 

| and related weaponry. Each player 
in turn is ahowed to move some or all 
ofhis units their pre-ordalned 
number ol squares, and then use 
them to attack. The game is set in 

the American Civil War and theidea 
is to-capture the enemy unit's flag. 
The'graphies tend to be small to Mt In 
everything and ittakes some timeto 
getlha hang of how to play, butonce 
lhaf's done there's hours of fun it 

vou lika war strategy games, has 
provad very popular. 


| PRINT SHOP 

| Producer CCS, 48K 25.00 

| Another standard from CCS In 

| Me fdp getoniy 12 weeks to 

| make the profil which will stop the 

| bank from closing down your 

| printing Business. Work scheduling, 
| stafling, purchasing and estimating 
to chents for their work are aimed to. 
test your businesgs acumen to the 
hit Each month you receive a 
balance sheet to see how well you 
have done, This isa textgame with 
option menus. 


PRIVATEER 

Produder: MC Loihiorion, dBK £4,50 

lisa good priçe bul reflects the fact 

thatthisis an updated ZXB1 program 

amd looks likeit. À 3-phase navel war 
ame which area You command of a 
oval Navy ship fighting French 
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Privateers. li is a surtabla game for 
an introdugtion into the whole battie 
strategy area, but too simple for 
hardenad veterans, 


REDWEED 
Producer: MC Lothiorien, 48K E5.50 . 
A scenario borrómed from HG Wells 
puts vou inchargeofLondon's 
detenca against the invading 
Martian war machines, whilat Semi- 
sentient Redweed threatens to pul 
your units out ofactonas itgrows . 
atross lho mãp. You have manyand 
vartad units from heavy artillery to 
Hamethrowers (used againstthe 
redweed). Four enemy is three war 
machines and your task is to out 
think them. Small buteffective 
graphics and à menu driven game 
where you and the Martians take 

Gur turns inavery Civilised manner. 


| Fifteen skill lavels to test your 
| tactical abilities. Good value tor this 


popular-game. 


| ROMAN EMPIRE | 


Producer: MG Lothlorion, TEM E5.5Ô 
In this-cast of thousands ftis the first 
century BO and you are the 
Emperor. (A working knowledge of] 
Ciaudlus' might be useful but isn't 
essential)! What you have to dois 
simply conquer ten countries which 
hate vou, and do this wiping out 
their troops (under-paid and under- 
trained) with'your 90,000 men. There 
are nine generais on your side, 
includino yoursell, and 18 lagions ol 
5.000 mér each. The idea isto Duild 
uparmies from thê men, appoint 
generais and launch campaigns to 
persuáde the barbarian hordes how 
wonderful lite under the voka can 
be. Threo levels ofdifticulty: 


SAMURAI WARRIOR | 
Producor: ME Lothlorian, T5K £5.50 
Youare a Samurai warrior living 
during the Kamakura period in 
Japan (1185-1333). There are no 
bonus points for killing Richard 
Chamberlain, but there are for 
defeating your Spponrents and 
surviving Into old age. You can, of 
course, Commil Seppuku il you 
would rather, Up against you are six 
groups of bandits and nine other 
samurai of dHfaring abilities, any of 
whom may ba superior to yourself, 
Challenges and hunts oecur in 
Simple graphics and are not ver 
good, Resylis are indirest relafionto 


the combatants' Strengths. Saems 


pointioss. 


SHEEP WALK 

Producer: Virgin Games, 48K 85.95 
This can'tgo under aniarcade' 
Heading and should probably be 
consigred to the dustbim anyway, 
Butfanyihinidcss come intotnis 
game itisa touchol strategy anda 
hell oi alot of luck, The objectis to 
get your electronic colhe dog to herd 
& lbad ofsheep into a pen and 
prevent them drowning or chómping 


| thecrops. lts alhincredibly slow a 


tedious to play, and very BASIC. 


| SHIP OF THE LINE 


Produber; Richard Shepherd, SEK 


| Youwanofficerinthe Royal Navy or 


the 17th Century, incommandofa 


| Shupolthe line in the Mediterranean, 


&nd the objectis to do batile with 
other shipsán order to win favour 
with your superiors. The ship in 
question iza culter witlha crew o! 50. 
Pressing any key gives you a graphic 
view of the sea: Ha ship is sighted 
you may angage heror run, Shout 
you engage you areiDid the snemy's 


| etrengih. lEyou win theancounter 
| youmaysink lheshipor Hmay 


Surrender, In which-case you win 
prize money. Allinaila rather simples 
der undemanding game with few 
thnilts, 


SMUGALER 

Progucar: COS, 4AK £E-00 

Author: PA Hainsworth 

The inlay says that skill, Inspiration 
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| andcalculated risk are the main 


Ingredients 0! suçõess. Five levels o! 
play allow you to move and store 
dig buygoods, sell them, buys 
Dai, salhit, and consulthe bank. |t 
is the 1h century and the object is 
to amass a fortune o! £250,000 by . 
smuggling 990dsintrom he 
Mediterranean (avoiding Ships of, 
the Line). Factors to juggle with 
include crew costs, commodity 
Costs, portdles, maintenance costa, 
size olvessolandhowfarittan 
sately travel and at what loading. 
Random elements include the 
weather, which may sink your vessel 
or runitaground, and there are 
always the priates to watch out tor. 


TYRANT DF ATHENS | 
Producer: MC Lothlarian; 16H €5.50 
Another text strategy game Irom 


| Lothlorien. Is the fifth century BO 


and Athens ts beser by hostile 
armies and fleets from other 
powertui Brask states as wellas the 


| Persians. All yóuhaveto do Is 


survive long enough to tur Athens 
into the most feared state inthe. 
Medilarranear by buildino warships, 
training troops and lighting batties 
by sea and by land. No mention of 


| democracy here, and philosophy 's 


stricty for the cisstes, Notone of 
their bes! games, but reasonably 
piavabie, 


WARLORD 
Producer: MC Lothlorien, 48H £5.50 
This might be seen as a sequel to 
“Samurai Warrior as MH issetin the 
sarna country and the same perlod 
of time. You rule à smail coastal 
village which supports itself by slave 
tabour-and by raiding other small 
viliages. In Lurn-your village may be 
raided by other villages or by the 
piratas of lhe coast Thisisa 
considerabiy axpanded game 


| compared to' Samurai Warrior. 


Menu options allow you to train 
troops from your viliagers, set some 
aside for land culiivation, hira 
mercenarias, attack pirates, raid 
other villages, hire samurai and build 
ships. Text only game. Average fun, 





ADVENTURE GAMES 


Adventure games come In all shapes 


| and sizes They are text-oriented, 
although graphics are often aúded, 


sometimes flor a pretty efieci, 
sometimes às am integral part ol lhe 


| game with clues not In the text. There 


are also an increasing number of 


| lg adventures which combine 


the adventure format with arcade style 
graphics. They are all linked by 
common theme of à quest, a segrch for 
some object or alm through many 
locations. 


BLACK CRYSTAL 

Producor: Carneil, 48K E7.50 

A mammoth undertaking and one of 
the canliest 'big adventures. It 
features ia filling mostofthe 
sergen, showing a map o! the 
various jandscapes. Choose what 
charagter you wantio beand then 
wade into fight lhe monsters. Far 
too complexto-do justige to in this 
space, bulif you are to play itset 
aside hours for contamplation of the 
book (ot novel one might say) which 
explains everything. Indeed, you are 


| recommended to save the game at 


various stages and think over the 
day's events betore plunging in, 
Recommended. 


COLOSSAL CAVES 
Producer: E PSollware, 4BK E7.95: 
Author: Abersoll j ii 
Alsknown as Adventure by 


-ASDg raphic adventure where you 
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Abersoft, this isa traditional style 
adventure where vou must find the 
treasurelefi behind by a Wizard, and 
in which you will meet dragons, 
trolls, enakes and other dark. 
denizens. When the program has 
linished loading the adventure 
begins instantly without 
instructions, These are available on 
command. The game is strictly text 
only and uses repeat locations when 
travelling along, say, a vallay, 
Finding the cave In the first plaçe is 


| already an adventure jn Itself, and 


the whole game may take days, even 
weeks to complete satisfactoriiy, 
One of the classic computer 
adventure games: Recommended, 


DEVILS OF THE DEEP 
pai And Hichard Shephera, 4BK 


move your undersea diver along the 


| Sga bed avóiding electric seis and 
| crabs, collect useful items like 


harpoon gurs and harpoons, knives 


| and Gompasses, and try to collect 


the treasurs hidden somewbere. 


| There ara 100 screens to be 


traversed. The idea is a good one but 
the graphics are uninspiring and 
very, very slow. Long load and 
minutes to wait youare killed 
before another game may be played. 
Below average, 


“DUNGEONS OF DOOM 


Producer: Temptation, 48K £5.95 
This is meant to contain two games 
— either you entar and prograse 
down through the dungeons, Or you 
startat the bottom and try to get oul, 
Hthought that it was generally the 
case with any adventure. Its meant 
to be a graphic adventure, butthe 
graphics ar restricted to black on 
grean Squares representing the 
rúom you are inand the ones near bo 
it. Monsters appear in fextoniyand 
seem dispiritingiy easy to killoff. 
Slow responses and few threilis make 
this a beginners-only introduction 


“game. 


ESPIONAGE ISLAND 

Producer: Artic, 4BK 06.565 

Artic have produced five text onl ! 
adventures to date, lettered A to E. 
This |s“D': Despite or because of, the 
ack Of pictures, all thetr adventures 
are dripping with verbal atmosphere. 
They contain endless locations, 
options, puzzies to solve andare 
never afraid of the most obscura or 
most obvious of solutions. Always. 
axcellent value, In this geme youara 
onareconnaisssance fight to spy 
onan anemy istand when youare hit 
by tira. The adventure begins In tha 
piane as il plunges earthwards. 
There are many tangles with lhe 
parachute before you reach tha 
ground — justgrabbing iltand - 
opening the fusetage door results in 
a nasty red mess on the ground! 
From tharê on you must make your 
way to the heart of the enemy 
stronghold, secure information, and 
return Lo your aireraft carrier in 
disquise, avoiding rindo Sob by 
yourownside, Biggles lives again! 
Clear writing and fast responses 
combined witha variable element in 
replay, make this a very worthwhile 
buy, Save game featura. 


FAUST'S FOLLY 

Producer: Abbax, 16K £5.95 

Faust's Polly 15 burigd somewhere in 
this congenial game with fast 
response times and some graphic 
additions. Once you have soriad out 
the vocab and found the entrance to 
the underground complex, lis a 
maiter-of the correct implements 
being picked up. The computer tells 
you that it ismtvery intelligent 
(whatever Sinclair may tall you) and 
may notknow which way is whigh 
wilhouta compass to help. Inalmost 
any location you can go in eight 
directions so don'tget lost Very 
good for 18K, 





GOLDEN APPLE 

Froducer: Artic, SEK E5.95 

Author: Simon Wadsworth 
Adventure 'E' is the latest from Ártic 
and its title card explains this texl 
onky adventure very well — a large 
marnson, a shipand a mountainous 
iandin tha distance. Looks casy 
umtil you start. The object ts to find 
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13 secret objects, find a safe place to 
store them in and'do this through 
tons of locations. Finding a key can 
be hard enough, but tha kay you 
need near the start of this game is. 
hidden in a very obvious place — so 
obvious you would never think of 
looking there until you sneezed after 


| -smlffing the — no | musm'tglve any 


secrets away. Absorbing! 






GREEDY GULCH 


Producer: Phipps Associates, 48X 
ÉS. 95 


The town of the title is à ghost town 
set in the Wild West, daseriad now 
the gold workings have rum out, But 
there |5 à mine out in the 
neighbouring desert which-still has a 
fortune tucked away. The problem is 
to find the right map, get something 
to Carry water in and Tfillit, find a gun 
for protection and then geito the 
mine and back. Whilstnota 
massively demanding adventure, It's 
certainly an absorbing one. The 
Ab show you lhe map oÍ 

reedy Gulch itself, Or parts ofit, 
with some location graphics in the 
desert There are several mysterious 
appearantes by somegna you only 
see out of lhe corner of your eye. 
Some problems are simpler to 
overcome than you might suppose 
— gontrontad by a crevass and 
carrving & plank which wouldn't 
bridgeil, jumping across solved the 
problem! Good value. 


HOBBIT 

Producer: Melbourne House, S8K 
E14,95 

To-date the great adventure, based 
on the famous Tolkien novel of the 
same name, which is included for 
tha pricé. This game has a largish 
vocabultary and allows sentence with 
link words. Artificial intelligence of a 
kind enlivens the action as the 
characters continue their lives 
regardiass of whet you do. H's 
possible to inter-relate with them to 
some dagree, depending on their 
ioelings towards you. Soma aven gel 
Eiltod without you knowing aboutit 
until you stumble agrosa their 
bodies! I've forgotten what the quest 
5, butit's hardiy important — 
plaving the game is. Vary long and 
totally absorbing. A classic, 

















| Bump 
| sesthing with something or 
Someone nho wants you to pass 


| to enliven the rather ponderous 
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HUMMER HOUSE OF HORROR 
Producer: Lasersound, 48K £7,D0 
Clouds obscura the moon and you 
are along in the dreadful house — or 
are you? No you are notalone, 
there's the mad Chinese cook inthe 
graasy kitchen fora startoff, plus 
IMpR, nã and things thatgo 
nihe night. Every room is 


something on tá someone or 
something. Simple 30 graphics try 


pace. Average fun, 


INCA CURSE 

Producer: Artic, d8K 06.95 

This (8 adventure 'B', well up to 
Artic's usual standard of text only 
games. Ybu are in lhe Soulh 
American jungle, near an, as vet. 
undisturbad Inca Temple. Inside 
there Is a lot ol treasure which vou 
must find and bring sately out. Being 
an Indiana Jones may be oi soma 
help, but pitting your brains against 
the evils therein |s more important. 
Recommended. 


INVINCIBLE ISLAND 
Producer: Richard Shepherd, 48K 
£6.50 


duthor P Cooke 

Invincible Island ts the home af tha 
primitivo Xaro tribe. Legend has il 
(as they -olten will) that the Xaro 
guard unimaginabie treasures. Your 
onty hétp is the last message of 
wmorid famous explorer Dr Chumiey 
who said, 'First find the seven 
parchments O! Xaro'. He was never 
haard from again. Now is your turn, 
Programs from this company always 
seem to take an age to load When il 
has vou are presented wilh a niça 
clear textand neat location 
graphics. Heasonably fast 
responses. 
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KNIBHT'S QUEST 


Prpdlutdr Pia ps Associates, SK 
ES 95 
Whhoh MitroS reviamers goi very 


angry aboutihisgama, because | ts 


wintten InRAStO. Lotsof adventure 
games fre writen in BASG and are 
very god, tra itiqo stomáliimes 
The plotof Knights Questisa ta 
ihinand unoriginmal Irosiedr, a 
ioterunner of thele-muchbator 


gamas. Some Iácations are simply 


Mustrated witesmall graphics and 


ambre nro (Re-ustal assorimantol 
Bpelis. wezdohs and mônstera, Not 
| call a: Em envincans 


Ima MARTHA: 


Producer Mitrogan: dBKLO.9s 

Tio grove row much tun BASS 
vritên ddventura cam betry tis 
Hit domes tm ditry. As hen-pecked 
nusband, Merty, Sisal your wife s 


Tome y Oresp out olthe house 
mihoulwakina babyor Mpping oval 


been moggy and havea night 


| Gulonthe town atihe casino and 
| olhe sintariy Ursavoury Places 
| The problem ia thatyour wite; dear 


Martha, san escapes from Eriday 
He tah Pan SixdD a homicdal 
manlao with an axe! tropd 
voGabulgry and an insafiatie 
program that resembles a woro 
maze. Getingihings in absolutely 
He Gorrkolorder is lhename of the 
gameliete But you are togchever 
treta are veryirickyRMnearcade 
sequençes included. To purisis 
these my be upseting. but ley do 
Ivemup the adventure, if vou hava 
iHed Mad Martha and enjoyed ifthen 
Ary 


MAO MARTHA Il 


| Produtsr: Mikragen, Jam 8.85 


Much ihesameé minds betore, 
exténtthis time Henry, Martha and 
sor aleion holidey in Spam Martha 
has à halkoousin mattos callad 
Bed mb ! glMarthasets ul 
ama Busto arson, leavino 
Mera! tg aos an Eve on Hey 
whohas a sSenrevrendezvous with E 


| Spanish ponpál Money legs their o 


Hotel unit Manuel boton his ral 
Faatures q tu] Egihtwith Hentyas a 
thestar aticactióa, Not bo be miga! 


MAGIC MOUNTAIN 
Producor: Phipos Assucistes, BK 
£4.95 


Seek oulthe Scroll of Wisdom in this, 


text adventure with locrtion 
graphics, There is the sal 
assoriment of itemsand monsters, 
bafling puzztes end sudden deaths 
through inexperiance; Reasonabie 
praphics and medium fastresponse 
timas Anavorage efitort. 


MINES OF MORIA 
Produçer-Sevarn, T6K E4.95: 

The Mines oLMoriá ate thá ancient 
home cfDurimsfolktrom Tolkian's 


“- LordotiheRings Long desertas, 


the mines contain old'hosrds o 
owns and gold quardad by the 
ancient andevil errors olearar 
agas You're fhside — the problentis 
selling Oui alive. Mostars include 
Trola, Orcs, Balrogs or Warga. 
Doors carbe opened by torce, 
spelis or brbery o! lhe dodrwards. 
Spells canbe bargainés for from 
wmizards, and traders sell you wound 
oirimemt Cóntrol ia bylhe curãór 
heys, vou cargo Lp aro down of usa 
a warp which transpáris to olher 
locatiorig on a random floor. Watch 
out tor (he tuo-partigad, Tha game 
Hsettisa mix Thesecréan shows you 
a plan otthe fisor withoa list which 
lets vou know the level you gre on 
androom numbarceçupied, 
weaponry and armorial status, 
numbar of'wounnds, strangin, gold 
coleçied, jaweis Collected and 


Bpelis aveabis. À line atthe GoHtom 


Inform you ot whats Going on and 
EskE whetherornotto light-on 
maptinamonsters: Reom visited are 
plotted on themap; showing 
monsters encountered. IH becomes 
difficuit to mangeuvreaficra while. 
A reasonabie game 


MINE SDF SATURN 
Froduçgar virkrogan, T6M-£5.95 
ide part imo — Return to Earth 


Nom 


you 

[| Bbandoned end damaged space 

Fe station fopking fora means of 

E “adventures are very standard, with 
| motimany locations and Irritating 


, Fi 


You're making e routine orbitol 
Saturn when a radiation storm 
farces youto crash land on one of 
the mogns; rueRty you come down 
near an abandoned mining base. 
bh mustsai off in seargh of Di- 
Lithium crystáls to reluel your 
pofiançaio ship, Return to Earth gets 
back lh &pace and landing on an 


communicating with Earth. Both 


random elements over which you 
have no control, The games lack 
atmosphere and will notaccept 
abbreviations making you type 
“everything out, Tedious. 


PHARADH'S TOMB 
Producar: Phipps Associates: 48K 


| SS] Make yourself rich by plundering a 


« luxyrious Pharaoh's tômb. Phipps 
have pu together a wellplan nadand 
sometimes amusing adventure game 
kera, with text and location 
graphics, which are simply but 
artractive. Responses ara very fast 


| andthe atmosphere draws you in 


again and again Good value for 
money and well worih plavino. 


PIMANIA 

Producer: Automata, 48HM £10.00 
There's not much to be said about 
Pimania, the game that launched 
overnight the insignificant Pi Man to 
- fame and fortune. The game is 
wacky, daft, weird and imfunating by 
turns and io date the famous prize 
worth 25,000 (plus index linking) has 
not been won. Althoughit runs on 
standard adventure gamedines it 
takes lateral thinking into the realms 
of higher (or parhaps camp) art, 
Siow responses but thal hardly 
malters, Pimania ia a disease which 
overcomes most things! 


PLANET OF DEATH 

Producer; Artic, 16h E5.05 
Adventure A finds you stranded on 
an aHen planet and you must find 
yourspace ship, That's a pretty 
stratghitorward quest for once, but 
theroute is far from straightiorward. 
“Atmospheric and chilling to play, 
vou gal draw in by lhe words, 
Ptentyof hazards to overcóme. 
Good value. 


QUEST 

Producer:-Hawson, 48K £5.85 
Findamap hidden in a world 
inhabited by gruesôme monatérs 
guancina their torritory and various 
pisces of treasure. Tó undertake the 
quest in question youcan choose to 
be a wizard, a cleric, rogue, fighter 
or simpleton, each withhis own 
characiaristics and abilities. A split 
text'graphic game, ithas a 
reasonab!y wida range of 
vocabulary. Generally a-very good 
game and a traditional tormai 
adventure with plenty of scope. Tha 
oniy serious diawback is thal you 


| carmtplayr another game. Once 
finished the program quits 


permanentiy. 


SHIP OF DOOM 


Producer; Artic, 48H E5.95 
Adventure "E! takes you intó space 
and ona reconnalssance trip your 
ship |s drawn by a Graviton beam 
onto gn align cruiser. Fred, yourpel 


| android, informs yóu lhat lhe cruiser 


is insearch of humánoid planets tó 
capturésiaves whose brains will be 
rapiaced by micróchips. The quest |5 


to dind lhe computer room and press 


thebutton taswitch itoH, Tou want 


1 “THE SOFTWARE GUIDE 
THAT EXPANDS EVERY MONTH 


should k 





tobe'wary in an Artic adventure, 
however, of switohing off toy many 
computers should you come across 
them. In Planet of Death there isa 


computer which you may be 


tempted o disconnect, Doing so will 
aaa youintõa Sinclair Research 


SMUGOLER'S COVE | 
Producer: Quicksilva, SOM 06.85 

It's 1753:and you are on a hunt tor 
Blackbeard's famous treasure, 
hidden Ina complex of caves on the 
north Cornish Coast. The program 
burbles away at you in piratesse of 
the Argh, Jim lad, me scupper, there . 
ebe, type. The top half of the 


“screen contains well designed and 


instantly appearing location 
graphiês, butthe game geis - 
nowhere. seems impossible to gel 
beyond the first few locations ai 
then il coasesto be any fun, 


| SPECTRUM SAFARI 
| Producar) À J Rushton, 48K £5,95 


Ive been told that this game ig now 
marketed by CG D'5 Micro Systems, 


| Inany eventitisa jolly and original 


mixture of arcade bits with 
text/graphics adventure which 

you on your toes untess 
vou'raa Dã&D purist The idea isto 


| take your party olistranded 


explorers'açross an isfand infested 
with higiiy intelligent vlldiife with 
univergity degrees, and beset wilh 
nátives who want to barter ANY 
their food and men to replace de 
eaten by lhe men or the intel Hi 
wildifa. Qnceyou have visi 

village iLdisappears forever, 
presumably wiped out lhrough lack 
of resistance to some vile white 
man's disease, but it teaches you 
cautionin your bargaining, il you're 


getting short of explorers (lives) in 


your party, Lostng-them al means 


“death'to lhe player. The main object 


isto tind the only boat, buy itand 
sail away from this Magnus 
Magnusson madhousa. Every animal 


| encountered has some problemidor. 


you; sometimes ils an arcade style 
situation, sometimes they want to 
Enow lhe answer to a dihicuk 
mathamatical problem. If you fail a 
member Of your party qeis eaten. 
Nice clear graphicsanda veritabie 
MGM musical score makes lhis a 
very enjoyable game. 
Recommended, 


SUPER SPY | 
Producer: Richard Shephera, 45K 
ES.50 E) do 

Cross and recross the morta in 
searchof Dr Dealh's secret island 
lar. Fullof coded messages and 
puzzles, mysterious packages, 
waitrossas, hotel managers, taxi cab 
drivers and the like, Ba war o! 
parcels and flomers that bob fpadEos 
watch out for Dr Death's horria Iane 
midget. H could be a lively and tun 


— O 


is to play, butin the endit setthes; | 


or mere contuston which tends tá 
wear the player down. ligou likethis o 
iype ot game, probably worth it, 


| VELNOR'S LAIR | 


Producor: Quicksilva, 48H E8.95 
Author: Derek Browstar 

No adventure anthology would be: 
complate without this one. Text 

onty. but fluid. Gopidus text with last, | 
response times-and a sense of 
humour thattakes some of lhe sing 
frôm the gruesome tale ol terror 
whtoh lurks within the complex o! 


|] 
| 

| 
h 


Velnors Lair, There'sa claver use o! | 


repeat locations which makes you 


think you aren't getting anywlara, 


when infactyou must keep entering 
the same command lor five or six 


| steps, The denizens of this 

| adventure are a monstrous lot, and 

| the goblins are tricky indeed. Chose . 
your Character carefully, wizard, 


warrior or priest, and watch out lor 


| illusions, which abound. Highly 


recommendad, 
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FIND! 

All you have to do is fill in the form below and send 
it off. We still offer a FREEPOST ordering service, 
but please remember that it can take three to four 
times longer to reach us than ordinary First Class 
post. If you would prefer a speedier delivery then 
we recommend you use a stamp. Orders 


received with a first class stamp will be 
despatched within 24 hours by first class post. 


ANY OF THE SOFTWARE 
REVIEWED IN THIS ISSUE* OF 
CRASH MAGAZINE MAY BE 
ORDERED BY MAIL USING THE 
FORM BELOW. 


“Inche case of very new progeammes which may nor be available from the software 
producer per, it is advisable to ring first and check on avaliabélicy. 


CRASH MICRO GAMES ACTION ORDER FORM 


Telephone Ludlow (0584) 5620. 


1 Subscriber No. 
if applicabie 


cerco. Aro. 


Postcode 


DEF ANT ORDER WORTH 
All prices are as quoted under review Please make cheques or | 

headings and include VAT. Crash Micro postal orders payabie to 

Games Action make no charge for postage CRASH MICRO”. From 

and packapinp, Customers in Europe Europe we can 4CCEpr 

should add 50p por item for post and Sterling cheques or Total Enclosed É. 

packing. Outside Europe, pleste write first Girochegues, 

so that we mar advice on postage rates. 


CRASH MICRO, FREEPOST (no stamp required), LUDLOW, 


e! 
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This is your opportunity to help create an entirely new 
Top 20 chart of Spectrum software. There aretwo ways 
you can do it; either use the Crash Hotline Phone-in 
(the phone number is below); or use the coupon at the 
bottom of this page and send it to us. 

Each month the results of your votes will be collated 
and published in the next month's issue of CRASH as 
the Top 20 programs voted on by readers. 

The most important aspects ofthe CRASH HOTLINE 
TOP 20is that it will not be based only on sales figures, 
as other charis are, which we hope will give many 
excellent games a chance even though they may not be 
on sale in the bigger chain stores. At present the top 
selling charts rely entirely on sales made in the big 
chain stores, which do not sell all the games available. 


SO YOUR VOTE IS EXTREMELY 
IMPORTANT — USE IT PLEASE! 





HOW TO USE THE CRASH HOTLINE 


Method 1 

CRASH HOTLINE PHONE-IN. All you have to do is 
ring thenumber below any time between 9am and 7pm 
(Mon-Sat) and ask for the Hotline. You will then be 
asked for your name and address followed by the titles 
of the five games you wish to nominate in order of 
preference. 


THE CRASH HOTLINE PHONE NUMBER IS 





0584 (Ludiow) 3015 


Method 2 

CRASH HOTLINE WRITE IN, Use the coupon below, 
making sure you fill in your name and address clearly, 
and list your five favourite programs in correct, 
descending order. Then pop the coupon in astamped 
envelope and send it to: CRASH HOTLINE, PO BOX 
10, LUDLOW, SHROPSHIRE SY8 1DB. 


DEADLINE 

Votes for the next issue of CRASH must be received no 
later than the Wednesday 1 February. Votes received 
after that date will go forward to the following month's 
issue. 


| CRASH HOTLINE WRITE IN COUPON 


| Please use block capitals and write clearly! 





Whether you phone-in or write in, all the names will 
go into the bag to be drawn monthiy. First out of the 
bag receives £10 worth of software of your choice plus 
three issues of CRASH for the next three months: and 
three runners-up will each receive three free issues oÍ 
CRASH for lhe next three months. (Should you be a 
subscriber, then your subscription will be extended for 
three months). 


Ea q a a a a E a la a a a a a 


As the CRASH HOTLINE hasn't had a chance to make up a 
chart yet, we provide here a list of the 50 top selling programs 
between September and the end of November, based on mail 
order sales. As the chart is taken from a far wider range than 
most retail outlets stock there are, as you might suppose, some 
surprises. No prizes, however, for guessing the number one 


«game — Imagine's ZZ0 OM has swept the board, selling twice 


as much as its nearest competitor. Watch out in the next issue 
for the CRASH HOTLINE — the top games as selected by 
VOU... 


1 EZOOM Imagine £9 REDWEED Lothisrien 
é KILLER KONG Blaby JO TIMEGATE Quicksilva 
33D COMBAT ZONE Artic ' 31 FROGGY DJ.L 
4 JETPAC Ultimate | dê BARMY BURGERS Biaby 
5 PENETRATOR Melbourne dd THE HOBBIT Melbourne 
6 TRANZ AM Uitimate House 
7 JOHNNY REB Lothiorien 34 FIREBIRDSSoftok 
8 TURBO DRIVER Boss UK 35 PSSST Ultimato 
9 TERROR DAKTIL SD 5 DO NOT PASS GO 
Melbourne House Workiorce 
10 LUNAR JETMAN Ultimate 37 3D ANT ATTACK Quicksilva 
11 MAZE DEATH RACE P.5.5 38 4D TUNNEL New Generation 
12 ZIP ZAP Imagine 39 SHADOWFAX Postern 
13 MAD MARTHA Mikrogen 40 STARSHIP ENTERPRISE 
14 ATICATAC Ultimate - Silversofl 
15 STAR TREK Neptune 4 GROUND ATTACK 
16 VALHALLA Legend Silversol! 
17 DO DO Biaby dé AH DIDDUMS Imagine 
18 AIALINER Protek dr 43 COSMIC RAIDERS 
19 OSTRON Softek 
20 ARCADIA imagine 
21 30 TANX DK Tronics 
22 RAIDER OF THE CURSED 
MINE Arcade 
23 MANIC MINER Bug-Byte 
ed TRADER Quicksilva 
25 COOKIE Ultimats 
26 GALAXIANS Artic 
27 VELNOR'S LAIR Quicksilva 
28 HALL OF THE THINGS 


Mikrogen 

44 GOLF Virgin Games 

45 WIZARD'S WARRIORS 
"Abersofi 

46 JUMPING JACK Imagine 
47 COSMIC DEBRIS Artic 
48 SPECTRUM SAFARI 

Ad Rushton 

49 LIGHT CYCLE P S.S. 

50 GOLDMINE DK Tronics 


Crystal 





My top five favourite programs in n descending order 
are: 


E E RR A 1 PRETA VV ota em SR DR SRA TITLE PRODUCER | 
E q de do ANE MRE CRM ed dr É RR E 

ERR o St aRio e RR MI IMÃ RT 2 

| 

Ea ENT E 1 PEA NE NPR = CI Vi STO A 3 

| 4 

| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 7 

| LUDLOW, SHRORGIRE SY8 1DB | 
Rs SE TR SO DO A DO dp aii | 
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nes) 


Atiina cntstito intay blurbs is 1) In which game would you expect to see. Me 


ud aTh d 
growingintoan ArtForml We're 5 de db ir ai 


all used to the obscure 'story line”. 3) And where was the mine situated? 
by now, but just how much notice 4 Name the famous 'Book'in which the 
do you really take of them? To Forts of Falnon are mentioned, and in 


eia " which the Xxkraan Raiders appear. 
find out we have deviseda simple 5; Mame the three games in af the 


little quiz for you based around Forts of Falnon and/or the Xxkraan Na AR e 
arcade game inlay cards. Raiders appear, e Va FÊ tg 


ap pearad twice. Where? 











the questions correctly and send 7) ifyou've just fought a bioody battle A ri 

them to us on a posicardorina across the Plains of Lacenta, where have À TES” 

loriar jo inis address: à) Celenei Custard made a quest e Ae) a 

CRASH MICRO QUIZ, appearance in whalgame? a 

PO BOX 10, LUDLOW, éh would you come across the DK LO () K 0 UT FOR | | É 

SHROPSHIRE SY81 DB 10) Blue Bearers, Green Chasers, Red | E ] 
Knaves and Dark Knights all contront you N EXT VI () NTH' S EE 

Entries must be received at the ps io a » | AF E: 

latest by second post on Friday dA ça e tr U 17 ON 22d (al 

res É 7 7 ame's origina! name? e) 


correct entires drawn from the Bovryll, where are you? Fim tai 
bag will each receive £25 worth 13) Bill the Worm appeared in many well ADVENT Ú RE 
of software of their choice, and known Simadike avorm Kong, Was of dA 


E Dracula”, and what well Enown game? É 
the results and quiz answers will 4) Ifyoure about to be RodHEsd: wave (4 AM ES! 
appear in April's issue are you? € n Ra 


"YOUR PLANET NEEDS You! | 


Train to save Civilisation by 
Subscribing to 






| e Get your copy 
ahead of the crowd 

e Subscribers Discount- 

50p. off each 

Crash Micro Mail Order 

software item. 


OG UK: 6 issues £4.80 (post free) 12 issues £9.00 (post free) 


“€ Europe £15 (12 issues postincl) PRRRRESRRENRE ci ss 
ip a 6/12 (ssUES H| 
emma o CRASH for a 

É | would like to subscribe | PPS Di flo eo quem e ne AE PI 
I q e a E ST RAE E) ne. aunnnnno q | 
H sa no pausar ê = PREZE unas | | 
Ep | ' | ] re DS PORN p E Li aaa O RP RS | 
| “O Xxkraa “cando tp ; na ed RR RE “ ea | 
| | A Raider is,” À Ras A Lena — | | 
| ostco ponsndinest K OPSHIRE ev8 big | 
CRASH (Subs), iba | 
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Yes, we all know what it's like to read those reviews of 
new games (usually a couple of months after we 
actually bought the game) and fume because the critic 
slagged the program when we thought it was pretty 
triff, or said it was marvellous when we all thought it 
was a load of cobblers. 

So here's your chance to put the record 
Straight! Think you can do any better? If you 
think you can, then CRASH has the 
competition for you. 


We're looking for reviewers to contribute on a regular basis to the 
columns of CRASH. An important principle of our reviews is that they 
should be done by at least three people, so that the program and the 
readers get a fair and balanced report, With the quantity of games 
appearing at the moment, it means we need quite a few revigwers — 
and you could be one o! them! 


All you have to do is pick three ms from the list below and 


| write a full scale review of not less than 500 words, and not more than 


800 words. We have.provided a wide choice of programs so that you 
Should already have had a chance of seeing them. You can pick 
| games from any of the categories or just concentrate on a single 
category (like Adventure for instance), But bear in mind that we are 
| looking for revigwers who can specialise in the various categories. 
We are not looking for star ratings or points out of ten, but details 
like graphics, presentation, animation, use of colour and sound 
should bs included, whether the game was hard to play using just the 
keyboard, whether the instructions were on the inlay care or on the 
ame itself and whether or not they were clear to understand. A 
Judgement on whether the program was good value for money 
should also be included, 
We would prefer entries to be typed if possible, but il you don't 
have access to a typewriter please make sure your handwriting is 
legible. Entries will not be judged on spelling, although it's obviously 


important to be literate. 
| Entries should be received by Friday 24 February 1984 latest and 
the results will be printed in the April issue. Entries can only be 
returned if accompanied by a stamped addressed envelope. 


| CRASH REVIEWERS COMPETITION ENTRY FORM 

| All entries must be accompanied by this form (you may photocopy itif you do 
not wish to cut it out). Please write your name and address in block capitais, 
and fill in your three choices tor review. 


Name 


Address 


LEE E EE Ea dom 


CEPE. ia CR DO Re | 


PPC == RR 


posicode 


Titles reviewed 








send your reviews together with the entry form to: 
CRASH REVIEWERS COMPETITION, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 
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Mikrogen 
| 13 DUNGE PI 13 GOTO JAIL by Automats 
Tempta: a OF DOOM by a 14 FRUIT MACHINE by DK Tronics 
'4 QUEST by Hewson WD] 15 BATTLE OF THE BULGE by 
18 MAGIC CASTLE by Gis BE  Chamelor 
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PRIZES nt winner will recelve £100 Won 
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4 THE CRASH 
] REVIEWERS 
COMPETITION 


“Your entry must inci 
any three of the sia 
following titles: 


| Catego 1 ARCADE 
Ei 
Aperaor  WARRIORS by 
ALAXIANS à | 
é KONG», Dea 
KILLER ONG by Blaby 
SLIPPERY SID 4 E Silversati 


Sb 
FROGGY brO dt 
a | | 
E House TRATOR by Melbourno 
EOOM by imagi, 
a IN JAC dy imagine 
po: INED OUT by Quipksilva 
o VETPRAC by Litimate 
* TRANZAM by Ultimato 





1º FIREBIROS by Sofrok fi pe 
(Melor) 2ADVENTURE essa, 5 
HUMMEI HO net Abbox to a 
by À aso sound | ? HORROR | Catetory 3STRATEGY/BOARD Z 
House Y Melbourna DICTATÕA by DK Tronics ê 
Rosita UM SAPARY by REDWEER by Lothiorien E: 


JOHNNY REB by Lothlorian 
EVEREST ASCENT by Shepherd 
DO NOT PASS GO by Worklorco 
3D STRATEGY by Quicksilva 

ZX DRAUGHTS by CF Software 
SMUG by Quioksilva ErhUS IS-CHESS by intelligent | 
GLER' | O CYRUS-1S-CHESS by intelligen 
Quicisilva ” S COVE by Software 


MAGIC | Í 
ÁSsoÉ. MOUNTAIN by Phinos | 

| 

Á 
(0 PLANET OF DEATH byAnic || 11 FOOTBALL MANAGER by 


GREED' 
ses do GULCH by Phipoa 


MAD MARTHA by Mi 
VELNOR'S LAIR 4, er O46r 


= E = tn de GI PO pm 
e 


11 INCA CURSE ; AddiGtiva 
2 VOLCANIC dp fe A by | 12 GREAT BRITAINLTO by 








y Soltek 
do by Amersham 


Rby a 
E LL by GiHSO 
| : SOFTALK! (or) by CP 
Soltwa IES 

Wby DK Tron! 
Eta poe by DK Tronios 
id TRE REATOR DY 






ANE DRAW by 


tá AUBIO SONICS 7 workforcê 
Er MELBOU » 
Melbourmo HOus 


Catego 





GEDUCATIONAL 

ANIMAL ANAGRAMS by Imago 

COUNTRIES OF THE WORLD 

by Henson 

TIME by Stei! 

IDENTIKIT Dy Stal! 

nb baia MATHS 1 by 
Se 

cai ENGLISH 2 by 


QUAZER b giro 

FRENCH REVISIÓN by Hose 
HISTORY 1 by Sinclair 
GEOGRAPHY 1 by Sinclair 


INVENTIONS A by Sinciair 
PATHFINDER by Widgit 
ALPHABET by Widgit 


A,B,C, LIFT OFF by Longinans 
HOT DOT SPOTTER by 
Longmans 


Tie imore games nf St Socorro harry (ala Er treco Ee RE intacta id 
beco prio. - Vou lesrnhove to per vp the ggel- deu ni O pp Ton LES SP Pura 
REL pOr Hs 1 Lectet CrteEs, vd deseo pr yoero pr Style DE play 


Walson dollyare 


ONLY £5.95 


Ht'samazing how so muçh is packed into HR! 
Available for ZX Spectrum and ZK81 


[Please stato velo aah Ter leg) 


Es oLIri 


The asia game vath the thrilis of a pá 
Chocse vóonr To mAh dg Sad 

Wutiar by game start e Sup do pru ti 
Cu ho restlis pfaped orit ty-fas inacinna 


vlbrrnatiuris ri 
Br pica TEUS aa a RPE 
DEP PRA; pirie Pri IPES data 


aberta vier fish pitih 


Make the split second decrstons that the professionals have to! 
Shall | tato ihésbort sate d sand maybe let the-defançe re-grouLi? 
Cedo | trya ana ER png [ral] ido di rea jalecie 

Has Er ermiges OL ha sol Em vo pega Pull kana Dest 

Do | Try and gato the qualie otE ue jin 

Cs | give ie tati to a berier positiun 


a Lona E 


a teatro Am 


ani a dir E LER pr ja forma Pop Bh Wii Lual 


Side 1 features a SUPER LEAGUE competition 

between 8 top British sides. Aberdeen, Aston Vila, Catpic. Le 
Manchester Line, Flangerecoghets Ham:28 games inoalh anel bi 
Leagui Table inautol natically smintaimed tor you 
Side 2 replays the WORLD CUP finais. 1: 
hetero Engiacd-Seothand A. Letanid, Haby ros 
and A rgonten Lo 1 qudder-destr- es qua Limes an 


ESTE 


dal Via 
- 


uk k Padi El | CERA ITT 
E Bt ay Isa, Euro 
ad Ba Dera AO 


dravt Garu 





Services Lia (Dept:CM) 
E, Ivy Cottages, Long Road West, Dedham; Essex COF GEl 
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MEET ROLAND ... 


With the games software 
revolution recovering from 
its Christmas hype it is easy 
to forget just how short a 
time ago the whole thing 
started. After all, many of the 
better known software 
houses were only formed & 
to 10 months ago which 
makes RABBIT a grand- 
daddy, having now clocked 
up almost two vears in the 
business. The company's 
mascot is director Heather 
Lamont's cuddly toy, Roland 
Rabbit, whose floppy-eared 
form adorns the distintive 
red cassette boxes which 


have long been familiar to 


Vic-20 owners. 
"We quickly became well- 
known for our Vic-20 and 
Commodore 84 games' John 
Willan, Rabbit's Sales 
manager, told me 'but we're 
less well known for the 
spectrum, 

Rabbit recognised the 
potential of the Spectrum 


and began producing games 


tor it three months ago. The 
six titles have sold very well, 
but their low advertising 
profile means they are notas 
visible as many other 
software Houses, “The 
Spectrum programs are very 
good and we should be 
known for them, John 
added. Nevertheless, 
Heather Lamont reckons 
they sell 60,000 cassettes a 
month during the low 
summer season, a figure 
undoubtediy improved over 
Christmas. 


ROLAND GROWS UP .. 
lite as an 
offshoot of Cream Compu- 
ters, a 

in Harrow (North 
London) that specialised in 
business micros. One of the 
emplovees wrote software, 
à was the time when 
personal computer games 
were in their infancy. dt 


O 
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seemed like a good idea to 
sell some games by mail 
order. was. 

'We started off doing our 
own duplicating,' said John, 
with very basic packaging — 
cream coloured paper with a 
rabbit stamped on it and 
hand - written details. The 
idea took off, coinciding with 
the buzz about the Vio-P0 
and soon Cream had to start 
thinking seriously about 
their young Rabbit. 

The first thing was to 
realise that computer games 
were going to be big 
business for shops, some- 
thing the chain stores were 
relunctant to recognise 
initially. Rabbit hired in a 
tele-sales team and began 
zapping away. The results 
were encouraging, to say the 
least, which is why their 

ames are now available 
trom all good computer 
outlets, Smiths, Menzies, 
Boots, Laskys, Martins, 
Rumbelows and Greens of 
Debenhams to name a few, 


contract with whom they 
keep in close contact, Terry 
Grant is the software 
producer/director. His task 
is tô think up the ideas and 
work with the programmers. 
He decides on details like 
skill leveis and character 
definition, and generally 
oversees production. He 
seems very young to hold 
such a responsible position 
but then, this is a young 
business, run by young 
people, and encouraging 
young people where it can. 
Their early success in selling 
games resulted in floods of 
programs from young 
hopetuls. 

We still get several 
programs a week sent in' 
Terry told me. “We help the 
writers along, even if the 
programs are outdated in 
concept. 

A problem is that a lot are 
written in basic and need 
compiling to speed them up. 
Rabbit help in this way, and 
sometimes a saleable game 


ii | | | 
“The Spectrum programs are very good 
and we should be known for them ... 


The second step was to 
improve their marketing. We 
learn'ta lotfrom our dealings 
with people like Boots and 
Lasky's, Said John. 'In fact 
the talks we had helped both 


sides towards retail of 
software. 
Rabbit now has less 


dealings with: the public 
direct, preferring to 
concentrate on helping the 
retailer sell the product 
through production of 
posters, stickers and an 
excellent all-colour cata- 
logue. The packaging of the 
cassettes has improved 
radically too, with colour 
artwork on the inlays and the 
whole cassette sold inside a 
larger red box stamped with 
the Rabbit logo. The 
marketing exercise is all 
aimed to build up a name for 


“high quality programs, 


ROLAND GOES TO TOWN 
Although they wrote their 
own software in the early 
days, Rabbit no longer has 
in-house programmers, but 
they do have several under 


ROGER KEAN discovers that the 
warrens are full of Rabbits - and 
breeding fast! 


BRER RABBIT 


theyre 


circuits and trying to evade 
capture; the road race game 
RACE FUN, a 'galaxian' style 
game called PHANTASIA; 
their excellent version of 
FROGGER,; a particularly 
fast creepie-crawlie CEN- 
TROPODS; and the quirky 
QUACKERS — a fair ground 
duck shoot. These six have 
been joined by further 
games since Christmas. 
The main thing, John 
Tirmty told me “is to have an 
original program. Originality 
is the way the market is 
going. But originality comes 
to nothing if the product is 
not available for sale and 
duplication of tapes is the 
biggest headache at the 
moment. Chain stores are 
getling very worried about 
the situation because after 
accepting a title they are 
finding that the software 
producer has difficulty in 
maintaining stocks. Heather 
Lamont and dJohn Willan 
have now formed a new 
company called Copy-Soft. 
The two directors have 
invested large sums of 
money in the latest American 
high quality duplicating 
equipment. Copy-Soft is 


quite separate from Rabbit 





Heather Lamôniand lhe company mascot, Rotand the Rabbit. 





comes out of the effort. 
The results, as far as 
Spectrum games go, is 
impressive — six games in a 
short space of time. There Is 
the fiendishly mean ESCAPE 
MCP where you are pitted 
against the micro processor 
of your Spectrum, lostin the 


and will ofter a full scale 
service to all software 
houses, including inlay 
design and printing, right 


through to bulk copying and 


delivery. Rabbit wont 
receive preferential treat- 


ment it seems, but it mustbe. 


nice for Copy-Soft to know 





a a, E — = 


DO a 


o o = Ud Mo 


"= 


[4 























E] 


a BR 
nr | 
ap 
(Ã 
Eai 


Aabbit's sales manager, dohn Willan. 


Terry Grant — responsible tor 
pversseing Rabbit's programmera. 





theyll be handling at least 
50,000 cassettes a month 
right off! 





ROLAND LOOKS TO THE 

FUTURE .. 
Rabbit may be a grandadoy, 
but it is looking forward to a 
long future in a business 
which is barely beginning 
vet. New plans for future 
promotions are in the 
pipeline. But | wondered 
what John thought of the 
Prism plans for distributing 
software direct throbgh the 
telephonedines to high street 
outlets like Rumbelows. The 
software houses won't allow 
it,' he said immediately and 
then added, 'and | wouldn't 
want to stay in this business 
if it happened. 

He feels that Prism have 
overlooked the fact that 
games players want to keep 
the programs they buy. The 
Romox system Prism wants 
to use was tried in America 
— and it failed, John 
maintains. Part of the 
problem is that you buy a 
game and then take the 
cassette back later to have it 
over-recorded with another 
program, which means you 
cant 'revisit a game later 


PBOCITE 
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Leicestershire À 


LLOYD MANGRAM travels to the 
wilds of Leicestershire and 
discovers a Killer Kong on the 
loose in the quiet town of BLABY. 


When you arrive at its small 
centre, the town of Blaby 
seems to be little more than 
an undistinguished suburb 
of Leicester. Yet at the very 
centre, on a corner of the 
crossroads, is a white- 
fronted shop bearing the 
legend Blaby Video & 
Computer Games. Outside it 
2 looks normal and 
resSpectable. Inside is 
another worid, for it is from 
this building that Killer Kong 
and Barmy Burgers were 
released on an unsuspecting 
worid. 


Às you pass through the 
door, the everyday noises of 
traffic and chattering 
pedestrians are replaced by 
the beeps and qurgles of 
computer games. One halfof 
theshop is all video, the back 
half is given over to games 
for a wide variety of 
computers. lts hard to dis- 
tinguish between customer 
and sales lads, since both 
appear to crowd onto the 
counter to geta beiter loox al 
the screens. 

“Ina remarkably tiny office 
behind this cacophony of 










'Originality is the way the market is going. 


without paying again. 
Another problem is the 
simple fact that software 
houses have worked hard to 
create an identity for 
themselves through their 
casseite inlays, and with the 
Prism system all you getis a 
blank cassette. 

John Willan, Heather 
Lamont, Terry Grant and 
Roland Rabbit think that the 
customers best protection 
from second-rate games isto 


buy from software houses 
they know. At the moment 
the best guarantee of quality 
is provided by the entire 
packaging of a game. h 
seems natural that software 
houses who care about their 
product should want 
customers to know who 
made the game. 
Meanwhile, Rabbit are 
looking towards new 
warrens to conquer. 


VIDAL 







sound and colour, sits the 
warden of this particular 
asylum, Mr John Bailiss. 
Cassette inlay cards cover 
the walls like the photos of. 
film stars in a producer's 
Hollywood office. In a sense 
these cartoon characters are 
the stars, High Hise Harry, 
Do Do [and the Snow Bees), 
the Kosmic Pirate, all look 
down on me.as | find a place 
to sit amid the heaps of 
cassette boxes. John sweeps 
them aside for me and a seat 
becomes visible. 

We devote all the space 


here to that's 


the shop, 
where the work gets done, 
he telis.me without a trace of 
apology in his voice. 

Blaby Computer Games 


came into existence in 
January 1983 when John 
Bailiss, who already owned 


and ran a successiul video 


business, realised the poten- 
tial of computers, especially 
the ZX Spectrum. At the time 
there were few other com- 
panites inthe field, producing 
games for the Spectrum, and 
it seemed like a good idea. 
Two young enthusiasis, 16- 
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year-old Gary Sewell and 
Gary Casewell submitted 
their ideas for John to 
market, and the result was 
three games, Gold Digger, 
Contusion and the popular 
Chopper Rescue. 

'Admittedly it was the 
wrong time of year as the 
summer was nearly upon us; 
he says, looking back on the 
worst vear vet for the 
computer business. Hot and 
tong summers are always 
bad for software. 

But with a further six 
games on the verge of 
completion the young 
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company ploughed through 
the holiday period. We 
placed advertisements in all 
the. popular computer 
magazines throughout the 
summer months and soon 
enquiries started to come in 
from home and abroad- 
Blaby was one oi the first 
software producers, to my 
knowledge, to make up a 
video casseite with all the 
Games being played on it. 
The video was wel] 
produced, showed the 
games, sheet by sheet, very 
well and above all, allowed 
the sound to be heard at 
volume. On seeing this video 
for the first time | was 
dEtonished at the graphics, 
sOund and games. There 
“seemed to be so many and 
vet they were not appearing 
in any top selling charts. In 
the space of only a few 
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months that has all changed. 
Our games are now being 
produced under license in 
Iceland, Denmark, Spain, 
Austria and Holland, John 
says with evident satis- 
faction. 'And Barmy Burgers 
has just been accepted by 
W H Smith. We hope its the 
first of many of our games" 
Blaby now has a distrib- 
ution network throughout 
the UK and mail order Is 
taken care of from their 
Shop. 
The first serious hint of 


Games avaliable from Blaby 
Do Do tand the Snow Bees) 
Rilfer Kong 
Barmy Burgers 
Kosmic Pirate 
High Rise Harry 
Chopper Rescue 
Gold Digger 
Shuttla 
Contusion 
Gotcha 

| Pluggil 


interest from the home 
market came at the Bth ZX 
Micro Fair at Alexandra 
Palace towards the end of 
the summer holidays, when 
over 7,000 people crammed 
into the sweltering heat of 
the plastie pavilion in one 
day. Blaby had a large stand, 
packed with screens 
showing the various games. 
it was hard to move about 
anywhere within the 
exhibition area, but around 
the Blaby stand it was 
impossible. Barmy Burgers 
and Killer Kong were going 
through their. paces. non- 
stop. 

“That was a huge success, 
John reflecis happily. “We 
had lots of orders and 
enquiries from home and 
overseas. It was also 
tulfilment because in one 
place the public were 
echoing the praise of several 
good reviews for the games. 





In my own humble opinion, 
Barmy Burgers isas good as 
its arcade counterpart, 
better than the Atari version. 
while Killer Kong is 
undoubtediy the best Kong 


; pe for the Spectrum. Migh 
fi 


ise Harry isan amusing and 
very difficult painter game, 
and an earlier success, 
Chopper. Rescue is still 


“among the most difficult 
games available in Spectrum 
software. 
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4 BL HEV COMPU PUTER GAMES 
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New games are always in 
the pipeline. We work very 
closely with the team of pro- 
grammers, some 0! whoóm 
live locally. In fact, they 
sometimes work in the shop 
behind the sales counter. Or 
even on the sales counter il 
its crowded, | remark, 

The two latest Blaby 
games are Gotcha and 
Pluggit. Gotcha!, a cops and 
robbers game is described 
as extremely tricky and not 
tor beginners, and Pluggit 
has a lost IC chip trying to 
get back to his socket deep 
inside “Uncle Clive's' com- 
puter. (Both games are 
reviewed in this issue). The 
exploits of robber Ernie and 
the IG chip proved very pop- 
lar with the crowds at the 
th ZX Microfair in 
December. . 

The company is now busy 
at work on new games for 
early this year and John tells 
me that before lona their 
programs will be available on 


SHUTTLE 


micro drive and ROM 
cartridges. 

Meanwhile,-all attempts to 
cage the Millar Kong appear 
to have failed — it's eating all 
those Barmy Burgers that 
drive him wild. He'll be 
content with nothing less 
than world domination of the 
Spectrum software market 
and he seems to be dragging 
the willing Blaby games 
along with him. 
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Barmy Burgers is avalabla 

SW H Smilh. A games maybe 
purchased from Blaby Games, 
Crossways House, 

Lutierworth Road, Blaby, Leicester, 
or from Crash Micro Mail Order, 
and many other computer ouilels 
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GALACTIC 
WARRIORS 


| Producer: Abacus 

| Memory required: 16K 

| Recommended retail 
price: £5.95 

Language: machine 
code 

Author: Michael Lee 
Galactic Warriors follows a 
familiar scenario, alien 
hordes threaten the galaxy, 
your mission is to save the 
| Earth by manning three laser 
bases (by which they mean 
you have three lives of 
course). The aliens will not 
risk their big cruisers against 






















a load of attack craft, armed 
"with missiles. 


Space Invader. The mother 
ship zips across the top of 
the screen spewing out the 
little green attack craft in a 
ragged line, Their major ob- 
stacle is all the space debris 
| dotted about at random, 
| asteroids in fact, which re- 


room forest. fan attack craft 
touches one it changes 
direction, So the line of 
aliens zig zag down the 
screen, their line gradually 
breaking into individual seg- 
ments, until they reach the 
bottom and your laser base. 

As incentipede games you 
can shoot away the aster- 
Oids. There are two types, 
magenta ones and red ones. 
The magenta require two 
shots and the red only need 
| one. When you hit an attack 
craft it turns into a magenta 
obstacle. Additionally, the 
alien missiles also destroy 
the asteroids. Apart from 


“when this is employed you 
are not allowed to fire the 
laster otherwise you blow 
up. The barrier is effective 
against contact with an alien. 


 CRITICISM 

This is a well presented 
game with good instructions. 
n fact it's an updated Space 


are good and so is the sound, 
but the colours could have 
been brighter. 

| “The “Attract Mode” is well 
| thought out, cyeling auto- 
maticaily through the points 
table, game demo, Hall oÍ 
Fame and back to the title 


you, so instead they release | 


As a game type this could | 
be said to be Centipede as a | 


place the centipedal mush- | 


your laser the base is equip- | 
ped with a force barrier but | 


| invader type. The graphics | 





Centipede mesis Invaders In GALACTIC WARRIOR. 


page. Graphics are one 
character size but detailed 
and smoothly moving. Al- 


| though the laser base only 


has to move left and right, 
you arê not allowed to fire 
whilst moving and there isn't 
a continuous fire. 
continuous fire is no 
problem but | would have 
preferred to be able to move 
and fire at the same time. À 
good game with loads of 
plavability, 

The whole presentation is 
very eflective, everything 
organised justas if it were on 
an arcade machine. Good 
colours, lots of sound and 
tast moving at all three 
speeds. The tunes played 
between each life are long 
and could get irritating, but 
they seem to have thought of 
everything, pressing ENTER 
stops the tune dead and gets 
the game moving again. 


Lack of | 


COMMENTS 
Keyboard positions: good, 
O/W left/right, P fire, 


SYMBOL SHIFT barrier. 
Joystick option: none 


| Keyboard play: responsive 


Use of colour: mixed recep- 
tion, two approved, one 
didn t 

Graphics: good 

Sound: very good 

Skill levels: 3 

Lives: 3 

General rating: good 


Use of computer 60% 
Graphics 65% 
Playability TO% 
Geiting started 73% 


Addictive qualíties 70% 
Value for money 65% 
Overall 67% 
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GANGSTERS! 
Producer: CCS 
Memory required: 48K 
Recommended retail 
price: £6.00 

Language: BASIC 
Authór: P Boullon 


As their name suggesis, 
Cases Computer Sim- 
ulations (CCS) specialise In 
simulation and strategy 
games. They had two hits 
with Dallas and Corn 
Cropper during 1983, and 
are now following up with a 
number of original ideas 


| based around the notlon of | 


turning some money into 
lots Of money, Gangsters! is 
set in the heyday of Al 


Capone, but the Windy City. 


is now called Spectral City. 


After a lively title page of 


splattered gunshots you are | 


shown a grid of the city with 
the various joints offour rival 
gangs marked on it. The 
gangs, identified by the 
colours blue, red, magenta 
and green, each have a 
selection of Speakeasies, 
Distileries, Casinos and 
Brothels. They also have 
gansters in varying numbers, 
and the gana as a whole has 


ur io City, divided up between lhe GANGSTERS. 


| a morale value which dips or 






























































rises as the gang's fortunes 
go up and down. 

After selecting a skill level 
(which dictates how much 
money you will be given at 
the start), you're shown the: 
Gang Strengths Summary, 
This telis you how many 
joints they own and how 
much money they have 
banked, Depending on the 
level of play chosen, your 
money appears at the 
bottôm. You may then buy 
up casinos, distilleries etc,, 
followed by the number of 
gangsters you want and a 
personal protection factor to 
help prevent anyone 
' bumping you off. It's worth 
setting this quite high! | 

Now the game really 
starts, following the custom- 
ary pattern of strategy 
games, where VOU are 
offered a stream of unenvi- 
able decisions; there's The 
Thorny Question of Bribes, 
which lets you keep the risk 
of arrest to à minimum, or 
have a go at shopping a rival 
gang member; there's Raid 
Rivals assets in which you 
select the gang to be raided 
and then use the cursor keys | 
on the map to selectthe gang 
to be raided and their partic- 
ular joint, and the number of | 
gangsters you are going to 
take. The report shows the 
percentage of damage done 
and the cost of the repairs to 
the rival gang. Of course if 
you do raid someone, they're 
“as likely'to raid back and cost 
vou. You can also ópt to 
murder a gang leader, in 
which case a menu. of live 
killers and their rate for the 
job appear (avoid Bugsy 
Spitoone—he's expensive 
and incompetent!) Now and 
again the law has a goatyou | 
by arresting one of the gang. | 


Ethink Um about to lose a Broiha... | 


mara dos he 


Qui 


You can have a go at bribing 
the Attorney or the Jury if 
you have the money left, 

In the end it's a question of 


taking over the other gangs | 


by killing off their leaders, or 
one of them taking you out. 
Income is earned monthly 
irom your various operations. 


CRITICISM 
Gangsters! makes a nice 
change from lasering aliens, 
jand its the sort of game 


several people can join in. | | 
had a go at shopping all my | 


rival gang bosses but thetrial 
results were all Innocent! 
The inlay suggets vou 
should be ruthless—so per- 


haps its no diflerent from | 


zapping aliens after all. 
There seems to be more 

detail In this game than in 

their previous Dallas. The 


responses are quite fasttoo, | 


although | can't help 
thinking that some machine 
code wquia speed up the city 
map. interesting to play. 





| Overall 





The Moral Majority are 
hardiy likely to approve of | 
this game what with teaching 
people how to run brothels - 


and what else! nad said 
ta 


that, itisa pretty good 
game, 


mily 
though | can't ses 


these sort of strategies as | 


very addictive.' 


COMMENTS 

Keyboard play: slow 

Use of colour: good 
Graphics: slow to build up 
but very clear 

Sound: useful 

Skill levels: 9 

General rating: good 


Use of computer 50% 
Graphics 55% 
' Playability 60% 
Getting started 63% 


Addictive qualities 53% 
Value for money 70% 
581% 





BRAIN 
DAMAGE 


Producer: Silversofit 

Memory required: 16K 
| Recommended retail 

price: £5,95 

Language: machine 

code 

Author: [Morrison & D 
| Ânderson 


Were deep inside the com- 
puter again, but the first 
flush of youth seems to have 


—— e ge q 2 mm 


SrOuUng, on standby as it 
| were, logic levels at an all 
time low, my printed circuit 
bored — my keys depress- 
ed... it says on the intay! 
So, weicome aboard, but 
this bored computer still has 
tha-edge over a mere arcade 
player. You're in control ota 





nã 


vanished. | was just hanging | 





tank inside the varied maze 


| Of the circuit boards (or is 


that boreds) and hot on your 
tail are a variety of electronic 
cratures such as the Electron 
Panzer — not very bright but 
fast, the Marauder and the 
Centurian, smarter still, and 


| the Rogue Program, The 


object, quite simply, isto hit 
one of them to get to a new 
level, Its a measure of how 


| fast the game is that even 
| with only one hitto concen- . 


tate on, is not easy! You 
can only fire one blast at a 
time but the laser ricochets, 
which can be useful. À com- 


| plex array of control key 
options allows you to move | 


up, down, left and right, 
rotate the gun turretand fire. 


CRITICISM 


The great trick with this 
game is to fire and run. 
Standing still cansometimes 
mean a successful shot 


Freaches the target just 


“taving vídeo games may lead to BRAIN DAMAGE. 
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behind the target's success- 
tul shot at you! Rogue Pro- 
grams can't be hit, so just 


“avoid them like the plague. 
| Not only dogs everything | 


move fast in this game, the 
screens change at an ama- 
zing pace if you're quick at 


| getting in a successful shot, 


Quite addictive. 

Good packaging, and an 
exceitent lilo page for 
Silversoft with the twinkle on 
the 8. The graphics are large 
and quite well drawn. Over- 
all, well up to Silversoft's 
usual standard but not quite 


as addictive as | would have 


expected.' 

Certainly a good maze 
chase type of game and very 
tast. Controlling is quite 
difficult — even using a joy- 
Stick there are three keys to 
press. The ricocheting 
bullets are superb.' 


COMMENTS 

Keyboard positions: 3 differ- 
ent keyboard options 
Joystick options: Kempston, 
Protek or AGF 

Keyboard play: responsive, 
rotation very fast 

Use of colour: average 
Graphics: good 

Sound: continuous and 
good 

Skill levels: 3 


| Lives: 3 


Screens: multiple 
General rating: g00d 


Use of computer 75% 


| Graphics 70% 
Play ability 70% 
Getting started 52% 


Addictive qualities 70% 


Value for money 68% 
| Overall 69% 
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GRAND PRIX 


DRIVER 


Producer: Britannia 
Memory required: 48K 


| Recommended retail 


price: £5.95 | 
Language: machine 
code 

Author: Chris Weber 
There have been some 
amazingly realistic race 
track games in the arçades. 
Newcomers to the personal 


| computer are probably most 


bitterly disappointed when 
they see the state of theartin 
the computer car racing. 








| glowing colour of the arcade | 


| that. 


| Idea is to overtake and avold 


the finishing line. To make 


| pass the 30 cars and remain 


flag. ; 
AS Our revigwers soon 
| found, there are some 


| itself, they agreed that once 





We've always noticed that 
any program which promises 
& race track like Turbo 
Driver, Race Fun or even 
Ultimate's Tranz-AM, always 
setls well. Obviously these | 
games are popular and 
eBveryone's searching for the 
one that will look like the 
arcade versions. Of course 
the limitations, of the | 
Spectrum prevents any 
serious comparison being 
made, but the art of 
programing is impróving 
enormously and perhaps it 
wont be too long before 
someone really does 
approximate the arcade. 
Meanwhile, we'll have to 
make do with what we've got! 
And after that preamble on 
to Grand Prix Driver. This is 
the first program to have a 
serious go at giving a real 3D 
effect of the road winding 
about and with à movin 
horizon. It isn't in the solid, 





























Original, rather more the 
coloured outline drawing of, 
say 3D Combat Zone — well 
a little bit more filled in than 


You're, controlling a | 
formula 1 racing car against 
30 other cars, controlled by 
the computer. Naturally the 


crashing with the other cars 
and be the first one to cross 


life more difficult there are 
oil patches dotted about on 
the road. If you manage to | 


in one piece a little man 
appears waving a chequered 


idiosyncracies in the game 
which rather spoil its 
attempts at realism, and 
while they al found the 
program to be interesting in 


mastered it loses much of its 
point. 
CRITICISM 
The keyboard positions are 
sensibly laid out, the colour 
is well used and the 3D effect 
of the road is good. | thoughi 
the sound was poor — only 
engine noises. The only 
trouble is thatonce mastered | 
there seems to be little point | 
in playing the game again. 
Tfound the overtaking was 
rather difficult! because the 
other cars are unpredictable. | 
There is Some form of 
indication at the bottom of 
the screen which tells vou 
which way a particular 
coloured car is likely to veer, 
but it's obscure and | found'it 
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| E Cars Fases 
Burn rubber and become a GRAND PRIX DRIVER. 


 unreliabie. in fact overtaking 
can only be done by slowing 
fight down (honest). If you 
do crash (! did often) the 
expiosion seems to go on 
forever. The game has a 


canger of becoming quickly | 


repetitivo and loses interest a 
bit.' 

It seems a pity that a fast 
racing game has to be 
brought to a near standstill 
every time you wantto passa 
car. That tends to spoil the 
tun, skill and ruin the sense 
of realism which is otherwise 
very good. | got the feeling 
that this programmer has 
another and much better 
game up his sleeve. In the 


meantime, it's still the best 
looking road race game I've 
seen. 

COMMENTS 


Keyboard positions: Caps 
Shitt/Z left/right, 
Symbol shift/space 


Producer: CCS 
Memory required: 48K 
Recommended retail 
price: £5.00 

Language: BASIC 
Author: O&S Ben-Ami 


Byte is à text adventure. The 
object is to enter a three 
| dimensional maze to find the 
ten computer cirguits 
needed to build a computer. 
Tha inlay card specifies the 
ten circuits to be found, and 


| 
Na! 
| 





| they may be lying about or. 


hidden in boxes or caches. 
às well as the electronic bits 
and pieces there are also 
monsters sent to get you by 
[the great computer BYTE, 
These can be despatched 
either with bribery or by 


fighting them mentally or | 


physically. Mental batiles 
take the form of a spelling or 
maths test. H you choose a 
physical combat. this is 
[shown graphically, tor 
instance a bow and arrow 
which you must position to 
aim at the monster. If you 





| build ranging 





mM Riant 


brake/accelerate. Quite well 
laid out. 

Joystick options: Kempston, 
Sinclair Interface 2 
Keyboard play: responsive 
Use of colour: average 
Graphics: good, slightly 


| shaky on character scrolling 


Sound: mixed feelings from 
poor to good (!) 

Skill levels: one 

Lives: four 

General rating: fair to 
average 


| Use of computer: 67% 


Graphics: 56% 
Playability 57% 
Getting started: 65% 


Addictive qualities:50% | cniy vou who can prevent 


Value for money: 35% 
Overall 55% 





30 SPACE 
WARS 


Producer: Hewson 
Consultanis 

Memory required: 16K 
Recommended retail 


' Language: machine 
| code 


There is now an established 
tradition of cockpit view 
games for the Spectrum, 
some of the Star Trek pro- 
grams may be included, 
Galaxy Attack from Sun- 
shine Books, Spawn of Evil 
from DK Tronics, and of 
course Timegate from 
Quicksilva are all of the ilk. 


is à worthy 
addition. lt does not boast 
the complexities of a Star 
Trek game, but on the other 
hand it offers a more rapid 
encounter with the enemy 
and is more ofa shootem up. 

The inlay tells you that you 
have taken command of your 
world's last fighter-killer 
spacecraft, and naturally itis 


the ultimate disaster — 
destruction of your civil- 





miss the monster has a go. 
Beiore entering this maze 
of words, vou must select a 
skill level. There are seven 
with level one having only 27 
rooms and level seven 
having as many as 125. You 
must also decide just what 
computer you are going to 
! up from a 
Jupiter Ace (they'll have to 
update that one!) to an IBM 
PC. The ZX Spectrum comes 
in at number three, by the 


way. 
CRITICISM 
“The instructions are | 


rather complicated to follow 
at first what with the com- 
puter you want to build, and 
a complicated set up called 
TRAITS. But once into the 
adventure it is fairly con- 
ventional. Instead of the 
more common scrolling up 
of text and input commands 
this game presents you with 
a description and a press 
any key' cursor, It then tells 
vou what you can see in the 
room, your traits (stengths) 
and an enter command inthe 
centre Of the screen. Simple 
abbreviations may be 


| able 


| entered which saves all that. 


typing in. 
For what is largely a text 
adventure, this has some 


very colourful lettering, but | 





isation by the unscrupulous 
race of murderers called the 
Seiddab. Now read on... 


CRITICISM 


| “There is very Inte setting | 
| uUpinthis game, the minuteit | 
starts the enemy are there, 


massed right in front of you 
and attacking, so there's 
none of the complex cross- 
referencing which makes 
many other similar games 
more strategy than aracde. 
The cockpit view is very 
good, with moving star back- 
grounds that give you a 
directional indication. Below 
the viewscreen your in- 
struments are simple and to 
the point. 


speed are shown as bar 


| todes. Projecting into the 
| 3D Space Wars by Hewson | 
' Consultants 


vigwscreen you can see the 
nose of your crait and its 
twin lasers. These both fire 
with very satisfying per- 
spective beams which meet 


-Bt the centre of the cross | 


hairs. The Seiddab craft 


themselves are well drawn | 


and move in three dimen- 
sions. The object of the 
game, naturally, is to get rid 


| Of as many of the enemy 


before they get you. There 
are refuelling points inspace 


which you must locate | 
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the constant use of reverse | 


flashing geis a bit tiring on 
the eyes alto a while. The 
game itself is a standard type 
adventure, but on meeting 
monsters you do seem to 
have a fair chance of sur- 
vival. | suspect that the 
technical terminology of this 


game may put off a lot of.| 
people although a technical 


knowledge of computers is 
hardly essential, À reason- 
adventure enerally, 
with plenty of skill levels.' 

| think the story is novel, 
unfortunately the pro- 
cessing of commands seems 





COMMENTS 


Keyboard play: reasonably 


responsive 

Use of colour: very good 
Graphics: clear, neatly 
drawn when not text 
Sound: average 

Skill levels: 7 

General rating: average 


Use of computer 70% 
Graphics 62% 
Playability 53% 
Geiting started 50% 


A galaxy map | 
shows the Seiddab cluster- | 
ing, and spreading, fuel and 











































unnecessarily long-winded, 
and after a while it becomes 
irritating. Good use ofcolour | 
though; 


Addictive qualities 52% | | 
Value for money 58% | 





Overall 571% 
Tõ 
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repeated on screen. Control 
keys are Q/A = up/down, 
NiM = left/right. There Is a | 
hold and restart function, 
Several joysticks are catered | 
"for in the screen menu. On 
screen scoring and hi-score 
aré shown, along with grid 
level and lives left. 


-CRITICISM 


The graphics are small and 
simple but they move very 
well. 

As farasthe graphicsgo, | 
don't think any improvement. 
could be made. It has | 
excellent keyboard layout 
and the program is very 


| opens up before you — the 
Galactic Grid — but 
fortunately the similarity 
with Gridrunner ceases 
there. The pods, which are 
alien spawn in reality, appear 
| as bright blue dots arranged 
in symetrical patterns over 
the grid, and the Elimax 
appears in the centre. 

The alien Guardians can 
be seen on all four edges of 
the grid, top, bottom and 
both sides. These move con- 
| Stantly along their axis, firing 
very solid looking missiles at 
| you. Should you remain 
stationary, or travel along. a 
single grid line for more than 
a moment, the aliens will line 


before your power runs oul, 
Very playable.' 

| The graphics give a good 
SD) view and the game Is 
quite piayable on the early 
stages. Successive waves of 
 atitackers are more destruct- 
| ive than the last and it gets 
quite difficult. One drawback 
is the fuel supply — you have 
to keep an eye on it, and it 
doés run down quickly, The 
game is good flor T6K.' 

|" Movement and control of 
your ship |s very smooth and | 
positive, compared to say, 
Fimegate, Half the fun of 
| playing is to become skilled 
at centring the enemyin your 
cross halrs. To do it 





COMMENTS 

Keyboard positions: large 
range of options including 
cursors, six keys In all used 
Joystick options: AGF, 
Protek, Kempston' 
Keyboard play: responsive 
Use of colour: good . 
Graphics: good 3D view 
Sound: quite good 

Skill levels: 1 

Lives: 1, defences worn. 
down gradually 
General rating: good 





























Use of computer 62% | 
Graphics 69% | 











accurately takes practice. A | Playability 70% | up and fire — they home in | responsive. ft has a good use 
lot of playing appeal but | Getting started 73% |instantly. At any one | of colour: 

didn't think there was quite 
enough going on in the end 
to make it totally adddictive 
to play. 






moment vou can find 
yourself having to dodge 
four missiles. Ê 

In fact the travel speed of 
the missiles is the same as 
vourship, and not particular- 


The colour was nothing 
Special, but the keyboard 
| layout is good and easy to 
control, | thought the sound 
was very good. 

Well used sound sftects, 
with some recognisable | 
tunes.' 

ml The graphics, though 

simple and small, are to the 
| point and very smooth. 
DC | There is continuous sound 
and the tune “Congratula- 
tions" if you make a new hi- 
Score. | found the keyboard 
positions so good, that they 
were easier to play with than 
à joystick. This isa very nail- | 
biting game and addictive to 
a danger level! | also found 
the graphics to be extremely 
“accurate ', in the sense that 
you can almost brush a 
missile and not lose a life — 
none of the "but it didn't hit 
me” arguments here.' 

"A game that will not be 


Addictive qualities 64% 
Value for money 70% 
Overall 68% 












* ly fast, but the effect of 
having so many on sereen is. 
mm | quite unnerving. | 

| The arrangement of the 
pods on the grid is critical 
too. Ones which are. 
palterned in spirals mean 



















f wasting lots of time clearing' | tired of sasily.' 

É them up — ones in straight À game to come back to.' 

E lines tempt pr to clear am 

À ru PO a up ata run, which means the | 

| | Do a | enemy can home in on vou COMMENTS 

Er before you know it. Losing a | Keyboard positions: very 
| | E good arcade game, simpli- | life means having to start all god | 
ransversion Gity of idea and the sort of | over again onthatgrid. ltyou | Joystick options: Kempston, 






addictiveness that would 
| Keep you pumping in your 
money if you were in an 
arcade, It is also neatly. 
packaged with an exciting 
intay, and perhaps the first 
| On-sereen title that actually 
looks like the cover of the 
casseite. 


Clear the first sheet, the 
second (it alternates 
between every other sheet 
| from then on) is a green 
spawn arranged in a spiral 
and very close to the sides | 
where you're in the most 
danger. But more points are 
awarded for each pod 


Quickshot, AGF, Protek 
Keyboard play: very easy 
and rsponsive 

Use of colour; mixed | 
Gpinions, average to good 
Graphics: excellent 

Sound: very good | 
Skill levels: none mentioned, 
"butitdoes get harder 







Producer: Ocean 
Memory required: 16K 
| Recommended retail 
price; £5.90 
Language: machine 
code 










PER 7 IO IK | eliminated, so if you lose a | Lives: five 
rapa e Urquhart/N THIS IS WHAT You DO life here, you're almost | General rating: highly 
rpoini You are Captain of the | certain to get to the third 


| recommended 






Elimax and your mission isto 


| ISS sheet, and so on. 
enter the Galactic Grid and 


“Ocean have been quite 
consistent in their games, 





 Useof computer: 95% 






etiminate the alien pods, EDAI 
bringing out a series of well | passing over them with your GENERAL | Graphics: 70% 
written and well designed | Raydon. field, Fortunately The packaging is excellent Play ability 83% | 






programs on traditional 
themes. Transversion is 
| probably one of their best 
yet, combining those two 
important qualities of any 


TÊ | A Newstield Publication 


and the cover picture des- 
| cribes the nature ofthe game | 
very well. The inlay contains | 
detailed loading and playing 
instructions, which are 






the e dog ad- | 
vanced piece of technology 

so there's no firing to take 
care of. Like Quicksilva's 
Gridrunner, a bright red grid 


Geitingstarted: 85% | 
Addictive qualities: 90% 
Value for money: 75% 


Overall: 83% | 
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The most fantastic range 
of games from the creators of Avenger, Sentinel, 
Protector and many other superb programs. 
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“GET, LIQUIDATED! 


Introducing five great new games from created Abyss - a feast of excitement 
CCS guaranteed to give you plenty of and hidden danger for those who dare 
trouble. defy the evils to be found beyond the 
Mountain of the Golden Lion. 








You'll get no peace in the prohibition 


days of Gangsters - if the cops don't get “Soif you want trouble - we've got 


you, your rivals will. Try keeping your the games. 

head above water in Brewery - a game all 

about liquid assets. - Weltry our All available for Spectrum 48K at £6 
hardest to sink you in Plunder - (Abyss 45). Selected titles available 

a worldof Elizabethan  piracy. And from W.H. Smith, Boots, Rumbelows, 
we re sure Battle 1917 is more than a Greens and all good computer shops 
match for anyone - it should be - it won E] or 

the Cambridge Award. 


Cases Computer Simulations Ltd,, 
As if that's not enough, we've even 14 Langton Way, London SE3 7TL. 
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CE Strategy Games. 
«S They're no pushover. 
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Producer: 
Computasolve 
Memory required: 48K 
Hecommended retail 


price: £5.50 


Language: machine 
code 
Author: Tina Billet 


Mrs Mopp has two differ- | 


ences to the usual, it's 
written by a woman, and it's 


original in concept — at least' 


as faras computer games go, 
f you're a housewite it's a 


plain old kitchen sink drama! | 


Mrs Mopp's family is one 
of the messiest in the world, 
and even that's being kind to 
litter cups, 
clothes, dust and lord knows 
what-else all over the floor. 
Moppsie herself has five 
utensils to help her in the 
task, two types of basket, a 
dustpan and brush and two 
different trays. Each is 
colour coded and can only 


| be used to clean uporcollect 


Specific items. The blue 
Cups, for instance, may only 


be collected on the blue tray 





home, 


and the pale green clothes in 
the pale green basket. 
Theres also a washing 
machine, a sink and a dust- 
bin, When she's collected 
enough cups you must take 
her to the sink where you see 
the cups being washed, like- 
wise for dust and washing. 
Collecting a utensil is 
done by moving up to it, 


rather as you did in Pssst. | 
Mrs Mopps then changes 
|lrom black to the colour of 
|ihe utensil. As she moves 
| over objects elligible to be 


coliscted, she picks them up, 
When overioaded she begins 
lashing and you must get 
her to the correct appliance., 





MAS MOPP could do with a tipple — she's all 


Depositing a utensil is done 
by sliding up to its empty 
slot. 


Like any hard working | 


housewite, Mrs Mopp likes 
a little tipple. In fact there's a 
bottle and glass in the top left 


| hand corner. If you take her 


up there you mustn't let her 
stay too long or she gets 
tipsy and then drunk, where- 
upon she jitters all over the 
place uncontrollably. 

When the mess gets too 
much and movement 
becomes impossible, Mrs. 
Mopp gives up and leaves 
home. End of game! 


CRITICISM 

1 had a tape error on my 
copy. The track seemd out of 
line and made it hard to load. 
But after that | got some well 
presented instruction. À 
g00d game and very 
playable, 

Mrs Mopp seems to have 


a fund of magic spellis to use | 


when all is lost, but all | ever 
got, was Sorry, right out of 
spells!. Which just goes to 
show that elbow grease is 
the only way. At the rate 
which the muck accumulates 


this is not easy to play. The 





| 
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worn oul and about to leave 


graphics are good, compiled 
with the PSS compiler | 
noticed. Fairly addictive.' 
Not a game for the 
squeamish. I'm glad |['m nota 
housewite if this is what it's 
really like, It's reminiscent of 
Ultimate's Pssst, and has the 
same panicky quality about 


it. But in Mrs Mopp's life no | 


flowers bloom. I'm afraid | 
never beat Mrs B's score (the 
authoress | presume), so [|| 
go back to throwing rubbish 
on the floor rather than 
cleaning it up.' 


COMMENTS 


Keyboard pásitions: well 





placed, A/Z up/down, N/M 
left/right and S for Spells. 
doystick option: Kempston 
Keyboard play: responsive 
and B-directional 
Use of colour: good 
Graphics: good, 
compiled 

Sound: fairly good 


well 


Skill levels: unknown, but. 


several 
Lives: 1 
General rating: good 


Use of computer 
Graphics 

Playability 75% 
Getting started 65% 
Addictive qualities 68% 
Value for money 71% 
Overall 69% 


65% 
63% 





Producer: Silversoft 


' Memory required; 16K 


Hecommended retail. 
price: £5.95 
Language: machine 
code 


| Author: C Knight 


Armageddon isa copy of the 
arcade favourite 'Missile 
Command', where you 
launch missiles from a 


| | limited supply to defend 


your cities. There are several 
versions ofthis game already 
around for the Spectrum, 
one indeed called by the 
same name from Ocean. 
This version has all the 


| familiar features of the 


arcade game. The six citites 
are protected by three miss- 
ile bases. Naturally the bases 
must be defended most 
ardently otherwise there's 


| nothing left to protect the 


cities. In addition to the in- 
coming missile traces there 
are low flying aircraft and 
satellites which launch 
independent projectiles of 
their own. Some missiles are 


ARMAGEDDON sirlkes from lhe skles. 





Armageddon : 


| Keyboard play: responsive 





feelings about addietive 


heat sensitive and will hover 
over an exploding missile 
until it is safe to descend 
further. Each attack wave 
grows in intensity until it is 
almost impossible to survive. 


CRITICISM 


This isa pretty close copy. 
with the major drawback 
being that four way move- 
ment keys to track the 
missiles is no substitute for 
the arcade original's tracker 
ball control.' 

Hard to determine the 
value of a game which 
already been so much 
copied. The use of colour 
and the graphics are good, 
everything moves at a fast 
pace and its difficult to 
master, but in the end it 
doesn't have lasting appeal 
for me.' 

The various options for 
firing are useful, but you're 
probably better off with the 
Joystick for targeting. A fast 
version with neat graphics. 


COMMENTS 


Keyboard positions: 
sensible 

Joystick options: Kempston 
(via 2-part load, watch out!) 






















Use of colour: good 
Graphics: average, nice 
explosions 

Sound; average, nice frying 
noise for explosions 

Skill levels: increases with | 
each screen | 
Lives: 6 (cities) 

General rating: a good copy 
of the original with mixed 


qualities. 

Use of computer 60% 
Graphics 72% 
Playability 75% 


Getting started 63% | 
Addictive qualitles 65% 
Value for money 75% 
Overall 68% 


A NEW WORLD OF 


LiBa Ca fI! 


VOLTADIC DUNGEON 


North Wevylands Ind, Est., 


BLACK CAYSTAL 
A THIRD CONTINENT SERIES 
ADVENTURE 
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THE CAYPT by Stephen Renton 


THE CAYPT 


— Avadable for lhe 48K Speclrum al 


£4:55 


STARFORCE ONE 
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(100% machine code arcade action) 


Available for 48K Spectrum £5.95 
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(Fast moving, machine cade, all 
action, Arcade game) 


Avaiabie tor 48K Spectrum £5,95 
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CARNELL SOFTWARE LTD,, 


DEALERS: 


Molesey Road, Hersham, Surrey KT12 3PL. 
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“THE WRATH OF MAGRA” 
À THIRD CONTINENT 
SERIES ADVENTURE 
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PUSH OFF 


Producer: Software 







Projecis 

Memory required: 16K 
Recommended retail 
price: 

Language: machine 

code 

Author: Andrew Giles 
Push Off is all about 


Bertha the Ladybird (who's 
no lady). She's in this garden 


| what unpleasant insects out 
to get her. The garden hardly 
resembles one though, look- 
ing more like a pile of that 
bubble packing they use 
today. In fact the screen is 
filed with square, green 
bricks which Bertha can 
manipulate. She can bum 
them out of her way, create 
them and also send them 


shooting along at her 
enemies, hopefully crushing 
them to death, But the 


the bricks to get at her. Four 
littlg Dells are dotted about 
| and if Bertha touches one it 
rings, rendering the insects 
helpless for a few moments. 

In fact his is a variation on 
a theme which Blaby 
brought out in the summer 
called Do Do & The Snow 
Bees. 


CRITICISM 


Push Off is rather an odd- 
ball game, quite original and 
very addictive. The graphics 
| are extremely good with ex- 
| cellent movement of bricks 
and insects. 

“This is one of those games 
that's instantly attractive to 
took at and makes you want 
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| to play it, It's also very hard 


being pursued by four some-' 





and fast with wonderful 
graphics and colours. The 
only pity is that the control 
keys are oddly placed, 
especially for firing.' 

'À very addictive game to 
play, with just the right 
amount of difficulty as the 
screens increase, Why did 
they go and put the fire key 
on P? Itsanawkward stretch 
with ENTER and SPACE for 
the up and down keys. 
Otherwise, excellent.” 


COMMENTS 


Keyboard positions: all our 
reviewers complained about 
the layout, CAPS SHIFT/Z 
left/right is fine but 


ENTER/SPACE for up/down 
with P 
awkward. 
Joystick options: 
Protek or Kempston 
Keyboard play: 
responsive 


for fire is very 
AGF, 


very 


eg ça ça ia a “ço 


PETS Y 





| A sereen full of bubble pack and voracious insects in PUSH OFF. 





Use of colour: very go0d 
Graphics: excellent 


4 | Sound: very go0d 
insects can also burn away 


Skill levels: 8 (8 screens) 


| Lives: 5 
General rating: very good to 
excellent 
Use of computer 78% 
Graphics B9% 
Play ability 90% 
Getting started 80% 


Addictive qualitles 85% 
Value for money  B7% 
Overall 85% 








Er a 
Ends EN CR E O Fi E 


Producer: Workforce 
Memory required: 16K 
Recommended retail 
price: £5.50 

Language: machine 
code 

Doom Bugs is an entirety 
original sort of creepie 


| crawlie game, best leftalone 


If youre squeamish about 
these things! It introduces us 
to Tarant Tula, an engaging 
blue beetle who is our hero 
— but he's an endangered 
species, trapped in the 
Grubbers lair. Inside the lair 


to hatch out (small round 
egglike things) and honey is 
left for them to feed off. 
When two Gubbers meet, a 
nasty squirmy areen 

Bubbergrubber results, 
Should two Bubbergrubbers 
mate a Red Backed Grubber 
is produced. These are 
similar in size to Tarant Tula 
but touching one is instant 
death, 

In the centre of the lairis a 
trap door. To get through it 
Tarant Tula must first eat a 
mouthful of honey and then 
ram the door. It takes several 
attacks to break through to 
the next level, taking more 
honey beetween each 
attempt. Atthe same time the 
other members of the 
Grubber family are also 


| gobbling at the honey. 


Tarant Tula must also dash 
about eating Grubbers and 
Bubbergrubbers to prevent 
them from becoming Red 
Backs. It's no easy life! 

Successtully breaking 
through the trap door leads 
poor old Tarant Tula into a 
maze guarded by three Red 
Backs. Should he get 
through there safely it leads 
into the next lair where the 
temperature is warmer and 
the eggs hatch quicker — 
and so on, 


CRITICISM 


Because of its originality 


"and cute graphics, this is an 


Deep in the DOOMBUGS tair, istmo get through ed su erp 


DOOMBUGS 


| having another go. 


the young Grubbers are left | 
| good and 


sDcCOnd ECrean. 








instantly likeable game to 
piay — and it isnt easy 
either! You only have one 
life, so the frustration of 
messing up just before get- 
ting your highest score is 
terrible — in anger | kept 
pressing the start button and 


“This is an addictive game 
to play, no doubt. My only 
complaint is that Tarant Tula 
keeps moving once a key has 
been pressed until you press 
another direction. Makes | 
him a bit hard to control, 
especially in the maze, or | 
when under attack from Red 
Backs, which do home in on 
him. À game to come back to 
anyway. 

The graphics are quite 
it's reasonably 
addictive in playing. Tarant 
Tula is a bit difficult to 


control because of the con- 
tinuous movement. Quite a 
good ea 
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Red Backs block lhe may in the 


COMMENTS 


Keyboard positions: 
sensible, Q/Z up/down, |I/P 
left'right 

Joystick options: none 
Keyboard play: responsive 
Use of colour; average 
Graphics: good 

Sound; average 

Skill levels: increasing diffi- 
culty by screen 


Lives: 1 

General rating: above 
average addictivity, good 
game 

Use of computer 75%. 
Graphics 68% | 
Playability 65% 
Getting started 67% 


Addictive qualiíties 60% 
Value for money 68% 
Overall 67% 


|[resembles the 


| enemy. 


WILD WEST 
HERO 


Producer: Timescape 
Memory required: 48K 
Recommended retail 
price: £5.90 
Language: machine 
code | 
Author: Silicon Kid 
with help from M 
Stockwell & P Holms 
Step out 
strewn desert and shoot it 
out with rampaging bandits, 
In most respects this game 
robotic 
Frenzy type, where you find 
yourself surrounded and 
heavily outnumbered by the 
y. Instead of maze 
walls there are clumps of 
cacti, treacherous trees and 
other obstacles which mean 


| Instant death when touched. 
hero hHimselt is | 


The 
assembled in the centre of 
the screen rather as he is in 
Virgin's Speciron, outoflittle 
bits which whizz on from the 
top, bottom and sides, 





5) Te DIO cas o 
VERBO to a ara 
nação (St OPC ps e 
pl ynuss ng 
non quoP E LR 
qonias £ ont Co SDa | 
L um - 
post E 





into the cacti-. 


ga Sé | 


CRITICISM 


Our hero (Chris "Clint ã 


Passey) stepped outonto the 


plain with his automatic fire | | 
and repeat Colt 45 (basedon | |b 
the Fistlul of Dollars guns no | | 


doubt) and had a go. The 
firing is continuous, all you 
have to do is move around 
and let the Colt do the rest. 
The bandits don't shoot back 
but they outnumber you 
heavily. The trick is to man- 
oeuvre across to theside and 
shoot back across as the 
bandits home in Your 
position. It's fairly easy at 
first, but with subsequent 
screens things really hot up 
as the numbers of bandits 
increase. 

A nice inlay and witty in- 
Structions back up the jolli- 
est title screen vet, with 
nicely serolling logo round 
the edges. It's really a Frenzy 
or Berserk type of game, but 
the smoother graphics, 
which are quite big too, and 
the sheer speed make it ex- 
citing to play. The danger- 
Ous objects littered about 
which restrict your move- 


| ment are also an added 


improvement. 








tOOG 


'Howdee folks! Jus! step this way, mind 
HERO. 


This is the best Berserk | 


game | ve seen vet, with big 
graphics and responsive 
controls. You get bonus lives 
after 20,000 points — that 
takes some going! 


COMMENTS 


Keyboard positions: 
sensible, Q/A up/down, 
STMBOL SHIFT/SPACE 
left/right 

Joystick option: Kempston 
Keyboard play: responsive, 
smooth, B-directional 

Use of colour; good 
Graphics: very good 

Sound; gcod 












ICC 


the cacti, and become a WILD WEST 


| Overall 





Skill levels: increasing diffi- 
culty by screen 

Lives: 3 

General rating: very good 


Use of computer 85% 


Graphics 80% 
Play ability 80% 
Getting started 80% 


Addictive qualities 83% 
Value for money 83% 
82% 
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For any Spectrum 

ALL TITLES £o. 05 INC VAT 
SELECTED MICAROMEGA PRODUCTS 
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giance over his shoulder at some of the software 


antics of the past year. 


1983 was am astoundingly 
oct year for the ZX 


Spectrum. We are told that | 


there are now wel| over halfa 
million units in our homes, 
and that figure must have 


taken a leap upwards before | 


| have double page ads, C- 
the | 


your Christmas turkey got 
carved. Success for 
Spectrum has had a lotto do 
with its price, buta computer 
is only as g900d as its 
software, and the Spectrum 
has been well served 
throughout 1983. 

The start of a new year is 
traditionally a time to take 
stock, so let's take a brief 
look back. 

Barely established on the 
market this time last year, 
there were only a handtul of 
companies producing 
software for Sir Clive's new 
colour Spectrum, among 
them, of course, Sinclair 
itself. It is quite astonishing 
to see just now many 
software producers have 
appeared during the last ten 
months to tempt us with 
games for the Spectrum. 
Looking through my 
December 1981 copy of 
Computer & Video Games 
(yes, they were going back 
then) | noted that a company 
in Liverpoo! were offering a 
Star Trek game for the ZX81 
— they were called Bug- 
Byte. Silversoft were in the 


same issue with another 
ZX81 game of, oddly 
enough, Star Trek. | also 


spotted a small ad in the 
classified section for 
Volcanic Dungeon (make 
cheques payable to R 
Carnell), but of the big 
names with whom we have 
recently become so familiar, 
there was no sign, and the 
mag was filled with details of 
Atari, Intelevision and 
arcade news. 

By April 82 Sllversolt are 
indulging in much bigger 
ads with more ZX81 games 
available, and other names 
have appeared. The end of 
the month will ses the third 
ZX Microfair in London and 
the new companies are tak- 
ing advantage, dk'tronics, 
Kayde, a new outfit calling 
themselves Micro Gen 
Quality Products, Bug-Byte 








Tech has a full page, and a 
lorry profile bearing the 
letters RTIC announces the 
arrival ot Artic on the scene. 
Other names in the issue 
which have since become 
familiar are Abacus, A&F 
Software (for the Acorn 
Atom though), Macronics, 
Hewson Consultanis, 
Addictive Games with a 
programme called Football 
Manager (which goes to 
show how long a game can 
last!) and last but most in- 


terestingly, a smallad froma . 


company claiming to have 


the 'finest machine code tast | 


moving graphics arcade 
ames available! — 


uicksilva. 





A year later and it's April 
83. The Spectrum is well on 
its way to becoming the top 
selling personal computer 
and the amazing software 
revolution is just beginning. 
Opening my April issue of 
C&VG lfirstnoticea blasting 
full page ad for Hobbit and 
Penetrator from Melbourne 
House, two games that have 
steadily remained in the top 
selling charts for all year. A 
spokesperson for Melbourne 
told me at the Personal 
Computer World Show that 
they were hoping the Hobhit 
would diê off soon, but it 
shows no sign of doing so, 
(Em sure they're pleased 
really), 

A quick flip through the 
issue reveals a few names 
who at the time were not 
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LLOYD MANGRAM takes a brief and personal 


doing any Spectrum games, 


| like Anlrog and Rabbit, but 


Softek has appeared and 
Bug-Byte are now in full 
glowing colour advertising 


Spectres, dk'tronics already | 
have 3D Tanx out and the | 


bully from ARitimba is 
Dictator, Romik have a full 
page, New Generation, R&R 
and Micromania are visible, 
M C Lothlorien is wargaming, 
Martech is buzzing, and an 
exciting new company has 
spiashed out on no less than 
five colour pages to inform 
us that THE INVASION HAS 
BEGUN! At the time they 
coined the phrase Imagine 
probably had littla idea of 
just how right they were. So 
much seems to have 
happened between then and 
now that you could be 
forgiven for thinking that 
April was really years ago. 
Standing in the crowded 
aisles of the PCW showatthe 
Barbican in September | had 
to marvel at the progress 


| Spectrum software had 


made, atthe quantity and the 
quality of the gâámes 


| available. It is difficult to pick 


out highlights from the year, 
and inevitably untair on 


those who get left out, butat 
the risk of being shouted 


down Vll have a go. 
Certainly the early high 
spot was the success of 
Hobbit and Penetraor. 
Hobbit was described by one 
critic at the time as 'a game 
by which future games will 
be judged', and it sets the 
scene for so many Go-West- 
Young-Man adventures 
which were to follow shortly. 
Penetrator is still reckoned 
by many to be the finest 
ocramble game of the lot, 
although comparing its 
graphics to present day 
standards, it looks pretty 
primitive. At the time, 
however, | remember 
thinking that if you could do 
this at home then the 
arcades must be dead. 
Both these programs 
stood out at the time against 
the flurry of activity that took 
place in the invading 
galaxian asteroid belt, 


Almost every one of the. 


newly emerging companies 


has had a go at these | 


favourite arcade games, 
many programs being 





uprated versions of earlier 


£ZX81 games. Imagine's 


Arcadia comes instantly to 
mind as one of the better 
galaxian style games, 


Quicksilva's Space intruders 


is also worth a mention, 
Softek's Firebirds was one of 
the better Pheonix types, 
and | always had a sneakv 
liking for Mikrogen's quaint 
Space Zombies with its 


| colourtul trainioad of aliens 


buzzing erratically around 
the sky. No one seems to 


| asa fera po STR 
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ARCADE ACTInA: 
ESTARSHIã 
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have done all too well with 
asteroidal games however 
(though they probably sold 
like hot rocks). All the 
versions suffer from poor 
graphics, uninteresting 
colours and miscalculated 
attack speeds. Of the type 
my vote goes to Abacus with 
Sentinel, a game with 
85 
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enough Complexity to make 
it exciting to play and watch. 

Despite this concentration 
on the obvious, Spring 
resulted in a number of 
original games which 
indicated a serious attitude 
to the abilities of the 
spectrum. Quicksilva's 
Timegate by John Hollis 
gave a new lease of life to the' 


Star Trek theme and intro-. 
duced us to the highly 


realistic moving star back- 
grounds. From the same 
company lan Andrew's 
Mined-Qut deserves a 
special mention for its nail- 
biting qualíties and the fact 
that it gave Quicksilva's 
copywriters the opportunity 
to come up with the most 
tudicrously obscure blurb 
ever written for a game. 
(Something theyvve hardly 
looked back on either). At 
the same time Imagine were 
busy introducing us-to 
Schizoids which religved us 
of the responsibility of 
zapping aliens and allowed 
us to bullidoze them to death 
instead. The game was well 


received by critics, but || 


found it unplayabie. They 
were to make up for that 
shortly by bringing cut Molar 
Maul and Ah Diddums, 
certainly two among the 
most original games to 
emerge this year, 





Leaving the asteroid belt 
behind and returning to 
eanh. — well almost — 
Psion's Flight Simulation 
proved that compuler games 
didn't fase to be all Zap and 
Hewsons Nightflite pro- 
vided a creditable alternative 
for 16K users as well. Of 
course, as spring turned to 
summer 
turned the nose of your 


alrcatt round to buzz the 


Empire Stire  Builoino, 
B6 Aeee puta Es NEHELA 
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| Froggy. with 


vou could have | 





where another favourite was 
turning his back on the MCs, 
Orics and Beebs of this 
world to haunt Spectrum 
owners. Kong games may 


have been a rave in the 
arcades but some early 
Spectrum versions turned 
out less than wondertul, 
Blabys Killer Kong and 
Ocean's Kong were among 
the best, but the Blaby 
version has the mostexciting 


sound. Away from the heady | 


heights of New York,2 
Slippery Sid from Silversoft 
and Bozy Boa from CDS 


| were slithering around an 
English Country Garden. 


eating frogs and snails and 
avoiding toads and flowers, 
whiist their nastier cousins, 
the centipedes, were 
attacking mankind in 
alarming quantities. Just 
about everyone had a 
supermegasprectripede on 
tha rampage, and | dont 
think we've seen the last of 


them yet. Among the better | 


versions were Rabbit's 
recent Centropods and 
Silversoft's much older 
Cyber Rats (okay, 8o0 a rat 


-aint a centipede, but what's 
a few hundred legs between | 


friends?). Softek, C-Tech, 
Hewson, dk'tronics, Ocean, 


| Macronics, CDS, R&R and 


Protek to name a few, all 
released centipedal monsters 


| upon us during the year. 


Such a host of creepie- 
crawiies doubtless explains 
why the frog population also 
increased drasticallyv. My 
favourite was DJL's version, 


graphics and abominably 
smug frogs (those that didn't 
get smudged, that is). 
Oddest frogger of the year 
award goes to Virgin Games 
for their disappointing 


| Yomp, which swapped Paras 


for hoppers and then mined- 
them-out once they were 
across the road. 

Leaping neatly from 
frogspawn to dots, 
dreaded pacmania showed 
little signs of dying cout 
during the year, | must say 
| that | find àt difficult to 


and 


its cute 


the | 





distinguish between the 
numerous versions, all of 
which have the usual 
features and work pretty 
much as well as another. 
Perhaps the silliest was 
Lasersound's Egg Farm with 


lts easily outwitted hens. Hf 


clearing the screen is the 


| object of ghost-gobbling 
| games, 


covering it with 
colour is the aim of painters. 
There were quite a few of 
those suddenly sprang up 
mid-year, somewhat more 
variable in quality than their 
pacman cousins. CDS 
promised a 3D Painter that 


turned out very one- 
dimensional, Romik gave us | 
the most complicated and | 
interesting with Colour | 


Clash. A&F came out with 
the most classic, simply 
called Painter, but my best 


| for all round goes to Blaby 
| and their High Rise tia 
| Quicksilva/Salamander's 


Traxx, just released, is also 


an interesting and frustrat- 


ing variation on the theme. 

Of the host of maze and 
maze-oriented games it is 
hard to pick out any for 
special mention. | liked 
Maze Death Hace by PSS, 
Sunshine Book's Androids, 
Abersofts Wizard's Warriors, 
for its delightful 
graphics combined with 
hyper-panic quality, New 
Generation's Escape. The 
monsters in this last could 
easily have been designed 
by Walt Disney himself. Most 
frustrating in the worst sense 
was ETX by Abbex, though 
nice to hear him talking, 

On the adventure scene, | 
have to contess that | tend to 


lose patience with the 
interminable waiting 
| responses so ['m inclined to 


prefer programs that are 
good in this respect, 


won me over was 
Mikrogen's Mad Martha, 
almost a verbal maze game 
and perhaps the most 
original of the lot this year. | 
have heard some players 
complaining about the 
arcade inserts which 
prevent you from getting on 
with the game próper, so 
they may not have liked 
Rushton's quirky Spectrum 
Safari with its university- 
educated wildlife and greedy 
natives, but | ne Apart from 
the Hobbit, liked Derek 
Brewster's Veinôr's Lair, Now 
marketed by Quicksilva, 
because of its sense of 


| humour. Quicksilva can also 
| boast lhe fastest response: 
times vyet- in Smugglers | 


Cove, but the game suffers 
from being ridiculously hard 
to get through. 
Arcaventures made an 
appearance too. Quicksilva's 


for | 


| Qne. 
which wasn't so. quick but | 
still 


seem right. 





Xadom and Phipps Associ- 
ate's Black Planet deserve a 
mention, but Crystals Halls 


Of The Things wasoneofthe 


most difficult, and their do- 
il-yourself adventure game 
Dungeon Master proved too 
daunting for me though I'm 
sure it's triff really. 

On a more strategical note 


| we saw CCS with Dallas and 


Corn Cropper games with 


| perhaps a little too much of 


the random to really imitate 
life. Dictator from diktronics 
did well, and of course the 
ubiquitous Richard Shep- 
herd gave us Transylvanian 
Tower, Everest Ascent and 
now Devils of the Deep and 
Invincible Island. I'm afraid | 
found Superspy a little 
tediously mysterious. 
Lothlorien's wargames came 
on strongly after a weak start 
with rather paltry updates of 
£XB1 games, but the later 
dia Reb and Redweed 
certainly gave value tor 
money. 

Coping wtht airliners that 
had grown tired of flying 
seemed popular tão. 
Following on from Psion's 
Flight Simulation, the 
Scottish company Protek 
gave us Airliner, where we 
landed a BAC 1-11 at 
Edinburgh — at least that 
was the idea, butperhaps my 
talents were more intended 
for the ground, so | followed 
Hewsons advice and gave 
up flying for Heathrow, Air 
Traftic Control, an amazing 
program that packed 


| everything into 16K. Protek 
too, abandon the air in their 
| newest venture, as you take 
to your periscope in Hunter 


Killer, a submarine game 
which could well be the first 


ever two-handed Spectrum 


game on the market. 
Sports simulation pro- 
grams have proliferated 
and even been rewarding. 
Addictive's long-lived 
Football Manager with its 
edited 'game highlights' and 
strategy overtones is a 
definite winner, Watson has 
updated his Star Soccer, 
CARL gave us Test Match and 
Derby Day, but probably the 
úddest game was Cham- 
pionship Darts from 
Shadow, actually an 
effective little program, 
but darts is one of those 
games that needs the effort 
of the throw to work, Sitting 
at home behind your 
Spectrum keyboard doesnt 
lts funny how 
companies producing soft- 
ware all sgem to get lhe same 
idea at the same time, and 
CDS is challenging Bug- 
Bytes market leadership 
with Pool, while a brand new 
company called Abrasco 
also brought out a version in 
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time for the PCW show. In 
fact I think allthree are better 
than the pub/arcade 
versions, but the baize could 
do with mowing as the balls 
stop so suddenly, 

Beyond the obvious, we've 


been presented with some | 


very original games, but no 
company has made such an 
auspicious start as Ultimate 
who put the Zouch into 
Ashby and Zest into the 
spectrum with Jdetpac, Pssst, 
Cookies and Tranz Am, four 
excellent and playable 
games that astonished 
everyone by how much they 
managed to pack into 16K. 
Ultimate are set tor the battle 
to be the best, but their work 


i5-cut out. The latter part of-| 


the year has seen all the old 
favourites reasserting their 
position. Bug-Byle, well 
ahead at the beginning ofthe 
vear, slipped and failed to 
bring out many Spectrum 
games, something which 
they have definitely put right 
with- the incredible Manic 
Miner. 
maintained their lead, and 
proved to be among the most 
original games producers. 
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Imagine have | 


Design and packaging 
delays turned Zzoom into 


the most awaited game of the | 


vear. 

We've Seen Spectrum 
Games turn into Ocean and 
Quest into Fantasy. J K 
Greye makes a comeback 
from the long distant past, 
and Kayde vanished without 
trace despite all the colour 
ads. Rabbit and Anirog have 
seen potential in the 
Spectrum and turned out 
half a dozen games in the 
past two months: Romilk's 
honesty's the best policy 
seems to have kept them well 
ahead“ too, and Psion/ 
Sinclair are in a strong 
position. We saw the biggest 
ever launch hype with Virgin 
Games who limped onto the 
market in the summer with 
some of the worst games 





| around. O 


ever, and 30 has been thé 


| most misused word in the 
business although Artic's 3D- 


Comba! Zone was wonderful 
and watch out for Quick- 


| silva's Ant Attack. 


At this years PCW show it 
was gratifving to see how 
games soltware hasasserted 
itself in what has tradition- 
ally been a business show, 
and how much of it was for 
the Spectrum. At the start of 
the year probably only 15 
companies catered for the 
Spectrum, today there are 
well over 80. Whichever of 
them does well next year, we 
can be pretty sure that 


Spectrum owners are going +. | 


to benefit by having some of 
the best 
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JETMAN hovering above his vehicie and firing at the aliens. 





LUNAR 
JETMAN 


Producer: Ultimate 
Memory required: 48K 
Recommended retail 
price: £5.50 
Language: machine 
code 


There cant have been a 
Spectrum owning games 
player who hasn't wondered 
what the wizards at Ultimate 
coutd do if they moved up to 
488. Well now we know — 
amazing! 

In a neat touch itis we, the 
games players, who are 
blamed for the predicament 
our hero finds himself in. li 
seems none of us was quite 
good enough at assembling 


his rocket in detpacç and now | 


its various stages are 
disintegrating in warp space. 
Luckily he manages to crash 
land on a strange planet 
where he is stranded with his 
Hyperglide Moon Rover and 
a bGunch of the most 
ferocious aliens yet. 

The control keys. follow 
the pattern of Jetpac, with 
alternating left/right keys on 
the bottom row, fire laser on 
second row, thrust on third 
row, and hover on the top 
row. In addition pressing Z 
or Symbol Shilt will allow 
him to pick up or drop any 
piece of the Moonglider's 
| equipment, and Caps Shift 


| Break will let him get in and | | 


out of the machine. 
Briefly (1) 
'discovered standing outside 
his vehicia and not far from a 
founded object 
resembles a bomb — ithas a 
B inscribed on it, so it must 
be à bomb. You have to 


discover for yourself since | 


no one tells you anything in 


thus game! Instantly aliens | 
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detman is 


which | 





move in, 3D green boards, 
swirling end ever end, 
bouncing red balls, and 
others in later screens, If an 
alien hits him on the ground 
he creates a small crater — If 


| he's in the air they bow! him 


into a spindive and he makes 
another crater on the 
surface. These craters are 
important because the 
Moonglider can't pass them. 
lf you can get him into the 
vehicle then he's safe from 
the aliens and pressing the 
thrustand direction keys will 
cause the vehicie to roll 
along — until it meets a 
crater crevice. Fortunately 
the Moonglider is fitted with 
short bridging units. You 
have to get Jetman out ofthe 
vehicte, pick them up and 
deposit them in the crater, 
wilhout making a fresh one! 
Finding out how to get the 
bridge units is a trial and 
error situation — and if you 
dont already know how, 
vou'Il just have to find out! 


There are enemy bases | 


some distance from the 
Moonglider, an indicator a! 
the top of the creen points in 
their direction. These can be 
bombed by carrving the 
bomb and dróopping itonthe 
base. The problem is thatthe 
base 15 too far to carry itin 
the air, because Jetman only 
has a severely limited fuel 
supply, and it drops faster if 





ne s carrying something. So 
he has to drop it on the 
bonnet of the vehicle, get in 
and drive, get out, make 
bridges, get in drive until 
reaching the base, get out, 
pick up the bomb, drop it — 
aaa all without getting killed 
off. 


CRITICISM 


Well, what can you say? 
Marvellous seems in- 
adequate, The graphics are 
rchiy coloured, highly de- 


tailed, very similar to Jeipac, | 


but just many, many more of 


tem. The alien base isa 


solid, real and complicated 


buitding with whirling radar | 
towers and missile launch- | 


ers. H you take too long a 
warning flashes up that a 
missile is about to be 
launched. If you've dis- 


coverêd the function of the | 


iron shaped object lying 
about on the ground, then 
you can use it to shoot the 
missile down, but | found 
flying about and hitting it 
with the laser was more 
effective. 


The graphics are brilliant, | 


every bit as good as the 
powerful arcade machines, 
and the amountof things you 
can do with Jetman and the 
Hyperglide will keep you 
going for hours. This is the 
most maddening and 
exeringiy frustrating game 
Ultimate have come up with - 
anvrones come up with. | 
tried the joystick but it's 
better with the keyboard, but 
so many keys and so many 
aliens! 


Win Lunar Jetman 
Ultimate live up to their 
|jname. | cant imagine 


anvone failing to like this 
game or failing to become 
very mad with it. ltshould be 
put on the list of banned 
drugs! 


COMMENTS 


Keyboard positions: very 
well laid Out — practice 
makes imperfect but it's the 





The Base at last! Woops! A miscalculation and that's JETMAN going head 


over heels. 
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only way 

Joystick options: Kempston, 
AGF, Protek 

Keyboard play: excellent 
and highly responsive 

Use of colour; excellent 
Graphics: excellent 

Sound: excellent 


| Skill levels: no choice, but 


difficulty increases with 
gach screen — we don't 
know how many of them 


there are vet! 
Lives: five 
Games: one or two player 
Use of computer: 90% 
Graphics: 99% 
Playability: 99% 
Geiting started: 90% 
| Addictive qualities: 95% 
Value for money: 100% 
Overall; 95% 
TOR SE ag eee, 


FIREFLASH 


Producer: Abacus 
Memory required: 16K 
Recommended retail 
price: £5.95 
Language: machine 
code 

Author: K Flynn 


| Fireflash is a very superior 


Missile Defence type game 
and a Games Designer in 
one! Abacus seems to 
specialise in games requiring 
seven or eight digit hands 
and good co-ordination as 
well. This is certainly no 
exception! 

You are in command of 
four missile sites which are 
protecting your planet from 
attacking multi-warhead 
missiles. These, it seems, 
have managed to get 
through the Sentinel system 
due to your ineptness as & 
space pilot in the former 
game of the same name! 
How they imagine you're 
going to do better on the 
ground than you did inspace 
|i5 another maiter, but the 
people at Abacus are 
obvioustly kind in 
judgement! The four launch 


pads aré connected by| 


underground tunnels which 
deliver fresh missiles as long 
as they remain undamaged. 
At either end of the screen 
stand two laser towers which 
only fire horizontally. 

The incoming missiles 
split up into four smaller 
warheads if they are not 
quickly destroyed. You can 


their | 














select which launch pad to 
use and after firing your 
Fireflash missile, guide it to 
the enemy missile and 
detonate it. To ado to the 
problems there is a small red 
space crafi which goes 
about, just under the 
umbrella of laser fire, 
' bombing all your installa- 
tions. Using a gquided 
Firefllash on it is dicey as 
vou're-as likely to blow up 
your own buildings as the 
enemy! 

HE its all too fast Abacus 
have provided a marvellous 
facility tor redesigning 
features of the game. By 
pressing key zero (POKE) 
sein are asked tor the 
memory address of the item 
you wish to alter. These are 
all listed on the excellent 
Inlay, so lhere's no difficulty 
involved. It's possible to alter 
the following: speed of 
game, speed of reloads, 
Speeds of laser heating (if it 
overheats through use you 
must wait for it to cool 
down), probability of blaster 
| Appearing, 
before two bombs used — 
three bombs used — two 
blasters used. 

in addition to Fireflash on 
side two of the tape isa game 
called Destroyer, 


etapsed time. 





thought Sentinel was 
underrated = | hope this one 
womtbe” 

'Fast, fast, fast! Some may 


think too fast to be good and | 


too busy to cope- with. H 


you're bored with arcade || 


games to date, try this one, 


whatever else it does — It. 
won't bore you! Pity the end 


O! life sequence takes so 
long after the final planet 
levelling bomb has gone off. 
They could have made it 
quicker so you can have 
another go. 

COMMENTS 

Keyboard layout: complex 
with six keys in play, but well 
laid out: 

Joystick option: none 
Keyboard play: highly 
responsive 


Use of colour: very good 


Sound: very g0o0d 


Skill levels: nine but 
redefinable with POKE 
| facility 
| Use of computer: 80% 
Graphics: 75% 
Playability: 74% 
Getting started: 75% 


Addictive qualities:80% 
Value for money: 85% 
Overall: 





FIRE 


litakes ELASH. finger on all our iiies hands to save civilisation for mankind in 





CRITICISM 

At last, a game when 
there's action ali the time for 
the 16K Spectrum. Very 
good colours and smooth. 
graphics. A very fast game, 
excellent playability, good 
value and — just brilliant" 
| Definitely a 
| requiring skill in timing. Like 
their Sentinel, the quided | 
missilos are fast and ex- 
ceptionelly responsivo - 


| Even too muchso, asilseasy | 
to turn one right round and | 
biow up yourself while trying - 


to do three olher things at 
once: Fortunately | was able 
[to stow the speed of the 
game down with tha POKE 
facility - not that ft did much 
good! The graphics are 
colourful, 


smooth moving. | always. 


game. 


neat and very. 





SPLAT 


| Producer: Incentive 


Sofiware 
Memory required: 48K 


| Recommended retail 


price: £5.50 
Language: machine 
code 


“Buthor: lan Andrew & 


lan Morgan 


lan Andrew, who. created | 


Quicksilva's best seller 
Mined-Out, seems to take 
some delight in being 
referred to as, 'over the hill 


at the ripe old age of 22. To || 


78% || 
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<=> 48K SPECTRUM& 


SPLAT! 


ARCADE 


ONE DF THE MOST DRIGINAL 
AND COMPELLING ARCADE 
GAMES EVER PRODUCED! 
STARRING FIPEY!! 


“SPLATE is ong of the most 

addictiva games | have Ever played 

| om the 48K SPECTRUM, Iris 

cartainhy the most original” 
Computer & Vibro Games 

NOW AVAILABLE FROM WH SMITH 

AND B00TS. 

NOD 5,50 

SK SPECTRUM CHALLENGE 
FROM INCENTIVE SOFTWARE LTD | 





MOUNTAINS 
ADVENTURE 
À, MONSTER DF AN ADVENTURE 
PROGRAM! COMBAT, INTER 
ACTIVE BEINES, MONETARY 
SYSTEM, MAGIC, EDGAR, SAVE! 
LBAD FACILITY-PLUS MANY 
DTHER FEATURES 
As ueil as bemg à fast ingenjous 
compelling adventure in itseli-tho 
Mountains 0! Ketas the firstota q 
part seres thai buds into a 
mairimuth adventurers challenge. 


Incentivec te couid be adveniaganus 
you achava TOO! 


NOD? E5.50 





1984 


THE GAME OF 
ECONOMIC SURVIVAL 
THE BRITISH ECONOMY WITH “OU 
AT THE CONTROLS! WHAT SORT 
OF CHANCELLDA WOULO YOU 
MAKE WITH SEVERAL BILUION 
POUNOS TO SPENO &-FIVE 
FEARS TO THE NEXT GENERAL 
ELECTIONT GRAPHIC DISPLAYS; 
HISTOGRAMS & AN ANNUAL 
PERFORMANCE RATING ARE ALL 
INCLUDES TO SHOW HOW YOU 
ARE DOING. HOW MANY YEBAS 
WILL YOU LAST? 


FREE INSIDE: Pocket Guade tn 


Hung Brtóm! 
NOUS [5.50 


Al programs cur in tho 48K ZX SPECTRUM and are available trom all 
good computer shops. Im case ol difficulty please order direct using 
the coupon below, 
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Pigase send me (tick box(es) required) 
SPLAT [] MOUNTAINSOFKET [] 1984 0] 


All at ES:80 each inclusive of VAT and Istelass postage) 
[anelgsa Enoque: Ed) hor d a agir vy Access MCoUbun! Ni 


A GAME GF 
GOVERNMENT MANAGEMENT 








INCENTIVE SO FTWARE LTD. 54 Edir Stroot 
Readinã RG1 450 Tel: Readirro 10734) 591678 
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prove how agile a senile pro- 
gramer can be he has struck 
back with thisnew maze type 
game, which attempts to 


splatter you against the walls | 


of your tv screen, He also 
introduces us to a new hero 
| called Zippy who, despite his 
name, proceeds through life 
ata relatively calm pace. Not 
that this should put anyone 
off, for Splat has the same 
nail-biting qualities as 
Mined-OQut. Il creeps up on 
you sneakily, turning 
something that you thought 
was going to be easy into 
| something that is definitely 
not. 


A Hking for grass is Zlppy's main problem InSPLAT. 


to a second screen lhe maze 
becomes less helpful still 


and a river with narrow | 


bridges appears. On the 
balance side there are plums 
to eat and invisible grass 


which signals the fact it has 


been eaten with a bleep. At 
higher levels the maze 
moves much faster and there 
are spikes dotted around, 
which although not much 
trouble to avoid can be very 
nasty if a panic sets in. 

This is a game for points 
and in fact the makers 
offered a points competition 


which closed 14 January | 


1984. The winner received 








Put simply, Zippy has to 
move around a maze and 
escape on level seven, Zippy 
can eat grass for points (and 
invisible grass too) 
piums for more points. He 
mustavoid the water hazards 
and nasty spikes. So far, so 
good, now for the problems. 
The maze which Zippy 
inhabits. is a great deal 
bigger than the visible 
playing area, and it's 
| unstable, From the moment 
the game starts it begins 
gentiy scrolling in any 
direction it fancies, chang- 
ing direction at any time. 
| Should Zippy encounter the 
walls which edge the screen 
its Splat! 

The maze has been 
specially designed to tempt 
vou into vie little dead ends 


because that's usually where 


the juiciest clumps of grass 
are to be found — and 
without those poimts you 
| cant get out. It's all quite 
deceptive, you can guide 
| Zippy into what looks like à 
sate position and start 
happily chewing the cud, 


| when allofa sudden the wall | 


scrolls down on top of vou, 
From this quiet country 
house scene, paniccansetin 
ata moment's notice. 
Progressing satisfactorily 
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| £500. The game already con- 


tains a system which awards 
you a code for your new high 


score (over 500 points). The 


entry with the highest score 


| code was the winner. | see 
from our nótes that it says, | 


Level three = Hi Code 
appeared, 715 points, code: 
DDT A. Untortunately disd at 
that moment.' 


GENERAL 
All three reviewers playing 


and. writing independentiy, 
were very impressed with 








this game. You can.play with | 
Kempston or AGF and | 


Protek joysticks, use cursor 
keys or user-defined keys. 


The. graphics are very 
smooth and tha scrolling in | 


four directions is excellent. 
Colour was Commented on 
favourably. Packaging and 
instructions are first rate. IF 
you get through a screen the 
computer shouts out Yippee! 


CRITICISM 


Perhaps Splat suífers from 


| the random maza movement 
| because it lessens the skill 


factor, on the other hand it 
keeps you on your toes, 
Because of the contin- 
uous secrolling of the maze 
you will never get tired of 
going round the same old 
scrBens.' 
- Thisisa game with grow- 
ing appeal and a thoroughly 
mean, ornery streak which 
guarantees lts addictivity. 


COMMENTS 


| il dot positions: user- 
| defi 


ned — excellent 
Joystick options: excellent 
as provided, but with user- 
defined keys it's suitable tor 
almost any controller 
Keyboard only playing: 
positive, smooth movement 
Use of colour: very good 


Graphics: good 
Sound: good 
Skill levels: seven 
Lives: three 
General rating: highly 

| recommended 
Use of computer: 95% 
Graphics: TO% 
Play ability 74% 
Geiting started: 85% 
Addictive qualities:; 75% 
Value for money: 90% 
Overall: 870% 





INVASION 
OF THE 
BODY 


Producer: Crystal 


| Computing Memory 


required; 48K 
Recommended retail 
price: £6,50 
Language: machine 
code 





A word of warning first! 
Crystal have been clever, the 
program has-a special lgader 
and instead of the usual 
interference lines in the 
border area while the game 
ts loading if remains clear. 
You might be tempted to 
think that something has 
gone wrong and restart, but 
lgave-the tape running and 
all willbe well. As the loading 


Feontinues, lhe game screen 
| details are slowly built up to 


reveal the traditional appear- 

ance of a defender game. 
Once loading is complete 

you are asked whether or not 


| you have a Fuller box con- 








ê a nina at'you'im | 
rystafs INVASION OF THE BODY 
SNATCHAS! 


nected, Ii you have then 


Spectacular sound effects | 


are produced. Untortun- 
ately, if you are not 
possessed of an amazing 
Fuller box, then the program 
is quite silent, 


The game itself isa pretty | 


classic copy of Defender. 


CRITICISM 


This is one of the best 
copies of the original | have 
seen, and includes Landers, 
Bombers, Mutants, Swarms 


ers and pods, yourcrafthasa | 
laser and smart bombs and | 


fligs forward and in reverse, 
At the top there is à long 


| Tange scan — à very góod 


one, you really can use it for 
lining up a laser blast. The 


| graphicsare very smooth but | 


not colourful — another 
feature which is true to the 
original. Pity about the 


sound, itmakes it very dullto 
| play | 


TEs all very well offering 
“Speciacuiar sound effecis” 
through the Fuller box, but | 
wonder how many people 
have them? The excellent 
graphics includé some of the 
best cosmic explosions I've 


| Vet seen, but all in full stereo 


sifence. Even the muted 
buzzing of my Spectrum is 
preferable to this! Thatapart, 
we have here a classic copy 
of an arcade favourite. The 
serolling iandscape is the 


| usual Zig zag line with small 
humanoias dotted about. 


waiting to be grabbed by the 
green aliens. |! all, moves 
very fast and, if you like the 
type, |s very agdictive. 


'H could have been like 


Star Wars with a Fuller box on 
board. If this is the way 
games are going for the 
Spectrum Id better get 


| CRASH to provide me with | 
one! |t seems a bit mean not | 


to have given the disadvan- 


| taged unFullerised player a 


bit Of murky sound to be 
going on with, Its a pity, 
because this is otherwise a 
90900 and playable game. 


The detail is nice, especially | 


Crystal's familiar 
Fame where 


Hall of 


like 
Muad'Dib, Czar Murdicag 
and the Headless and Great- 
heart Silver 
listed. Another drawback |5 
the awkward control keys. 


16 previous | 
| players with names 


are already | 


a” a 
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COMMENTS 


Keyboard positions: 4 
directional keys are in line 
which às not the best 
arrangement. Z/X left'right, 
NM up/down, Ato G fire 
laser, H to ENTER, smart 
bombs (2). 

Joystick options: AGF, 
Protek, Kempston, Fuller 
Keyboard play: very 
| responsive 

Use of colour: very little 
Graphics: very good 

Sound: none unless used 
with Fuller box 

Skill levels: 1 

Lives: 3 


piayable and addictive. 


Use of computer 
Graphics 

Playability 60% 
| Getting started | 70% 
Addictive qualities 75% 
Value for money 65% 
Overall 6914% 


80% 


HAWKS 


Producer: Lotus Soft 
Memory required: 16K 
| Recommended retail 
price: £5.50 
Language: machine 
code 


ts à time in the distant 
wiped out all buta pocket of 
humanity, Races of mutant 
birds with devilish intelli- 
gence have evolved and are 
trying to wipe out the 
humans. They attack in 
waves, dropping egas on 
parachutes which bury 
themselves in the soil and 
then hatch out as large 
mutated Hawks to regroup 
and attack later in waves, 
The humans have found an 
"old Asteroid Mining Vehicle 
which is equipped with a 
powerful missile launcher, a 
short range laser and a mine 
layer, Now it's up to you! 

A large mutated Hawk 
|Streams at the top of the 
screen, forming up the first 
attack wave of smaller birds, 
| These can be shot out of the 
Sky with the missiles, but 
soon they are dropping their 
Bggs. You can shoot these 
oo, using the missiles and 
lasers, in between dodging 
the swooping birds. The 





| their nest before they hatch, 
General rating: a good copy, | 


| fail to kill fly off, although 
67% | 





| on the second row fires the 


| row fires a missile and any 


tuture when an ice age has | 


| graphics, which uso many | 








Lay mines, shoot lhe laser,f ire missilas, 
never done, HAWKS. 


eggs which successstully 
reach the ground burrow in 
and you must lay a mine over 


which blows them up when 
they emerge. Those that you 


vou can still get them df 
voure quick before they 
disappear off the screen to 
wait their moment. 


GENERAL 

There are a large number of 
keys tô control the game. 
Alternate keys on the bottom 
row from Caps Shift to 
Break/Space move the 
vehicle left or right. Any key 


laser. Any key on the third 


key trom the top row lays a 


mine, 

CRITICISM 

Hawks is basically 'a 
souped-up Galaxian with 


good colgursand graphics. | 
thought there were too many 
firing keys, especially as the 
laser was not much use, 
You're probably better of! 
with the missiles and land 
mines only. But there's 
plenty to do what with the 
eggs falling, hatching, 
swooping suicide birds and 
the fast hawks.' 

There's a nice titie screen 
and comprehensive instruc- 
tions alter a short load. The 
keyboard layout is very good 
and well thought-out, Hawks 
does seem to have taken a 
Galaxian type game and | 
added a few more features. 
All the colours are used and 
in a very g00d way in the 


UDG. This isa difficult game | 
to master, which won't bore | 
vou too soon. Addictive.' 

'À very busy screen with 
smoothly moving graphics 
and plenty to do, The laser 
doesn't seem very effective, 
and anyway | was too 
occupied shooting birds 
with missiles and laying 
mines to get all my fingers 
round the keys. This is a 
7J00d advancemeéent on the 

alaxian game. 





| one too many 


| Overall: 


HARRIET 


killalens — a housewite's work is 


COMMENTS 


Keyboard positions: good if 


Joystick options: none 
Keyboard play: responsive 
with fast movement 

Use of colour: very good 
Graphics: good 

sound: average but putto 
realistic use 

Skill levels: not known 
Lives: six 

Screens: multiple 
General rating: good 


Use of computer: 70% 
Graphics: 75% 
Play ability Tr 
Getting started:  B0% 


Addictive qualities: 73% 
Value for money: 75% 
75% 


LORD HARRY 
& LADY 





Producer: Lotus-Soft 
Memory required: 16K 
Recommended retail 
price: £4.95 
Language: machine 
code 





LORD HARRY, adritona ses of booze, 


E E E + Ds E 
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heads tor a puddie. 








Non-sexist games are 
becoming the rage it seems, 
although none of us could | 
make up our minds whether 
having a side for men and a 


| side for women makes a | 


game non-sexist, In any 
case, Lord Harry has had à 
spot too much to drink whilst 
staying the night at his old 
school chum's house, and 
now he wakes up in the 
morning a little the worse for 
wear and trying to find a way 
out of the four ornate 
gardens. Should you feel 
strongly about it you can 
load the other side of the | 
tape and hey-presto its Lady | 
Harriet who finds herself in 
the identical situation. 


THIS IS WHAT YOU DO 


Using the four directional 
keys, Lord Harry walks, Or 
rather trots, round the 
garden eating mushroomsto 
keep up his strength. The 
garden has four gates, each 
of which leads into one ofthe 
other three gardens, They 


| each have a different layout. 


He cantgo through the trees 
or hedges, and there are 
numerous pools of water 
dotted about in which you 
lose-a life if you hit them, In | 
addition two guard dogs are 
on the prowl, trying to pick | 
up his scent, and finally ih 
one of the gardens is a 
poisonous mushroom. The 
instructions say that if you 
gat it you have 99 seconds to 
find the exit, which should be 
flashing, althoughnone of us 
saw a flashing gate. 

To make life difficult, the 


| inebriated Lord keeps on the 


move once you have pressed 
a key, so he can be damned 
difficult to control in a tight 


| spot and Lady Harriet has 


the same sense of aristo- 
cratic dash about her, 


RR EN 


a 
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“GENERAL 

The keyboard positions are 
well laid out, with left/right 
on alternate keys of the 
bottom row, down is all keys 
on the second row, and upall 
| the keys on the third row. 1 
| starts à game, 3 and 4 hold 
and restart, É quits. 
CRITICISM 

This game has the same 
Instant visual attractions as 
Hungry Horace, but the lack 
Of skill levels, Or increasingly 
difficult mazes, limits its 
adidictivity a little.' 

There is a 9000 use of 
colour and Lord Harry is 
nicely animated. A pity the 
quard dogs aren't. They just 
| Slide about, but their shapes 
are well drawn.' 

More ofa frustrating game 
than anything else, and one 
for those with. nimble 
fingers. 

It get the feeling that this is 
aimed more at younger 
children than the hardened 
arcade aodict, and at that 
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level it is attractive, and 
reasonably oifficult to play. 
COMMENTS 

ds dedo positions: well 

laid out 


| Joystick options: none — 


needs programmable 


| joystick 

Keyboard play: made 

| difficult because of the 
“constant movement but very 
| responsive 

Use of colour: very good 


Sound: continuous but 
averge : 

Skill levels: one 

Lives: five 

General rating: generally 
regarded as fun if notmadly 
addictive 


Graphics: 65% 
Playability: 65% 
Getting started TOS 
Playability: 55% | 
Value for money: 60% 

| Overall: 62% 








The Train 
Game 


Producer: Microsphere 
Memory required: 16K 
Recommended retail 
price: £5.95 

Language: machine 
code 


f you are an obsessiva 
electric train set freak, or you 
would like to recapture those 
| golden hours spent on the 
carpet rubbing rusty rails 
with glass paper, then fork 
| out the price of this original 
| game from Microsphere — it 
won't be wasted money if our 
reviewers reports are 
anything to go by. 

The Train Game presents 
vou with a fairly complicated 
layout Of railway lines, seen 
from above. In the simplest 
level one train chugs about 
the system and your task is 
to guide it correctly between 
the three stations, picking up 
passsengers. There are 25 
sets ol points which you 
must lõok alter. These are 
switched by pressing the 
appropriate key — all the 


points are given a letter of 


the alphabet, lí nothing else, 
this very rapidly teaches you 
the keyboard layout! 
Switching a set of points 
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| hats with 


levels between 








under a train, or not setting 
them correctly in the first 
place, will result in a derail- 
ment and a loss of life. (You 
get murdered by irate 
passengers!) To stop a 
train in the next station you 
merely press the appropriate 
key. On the first level with 
one train, thekey is 1 (blue), 
theothertrainsare 2 (red) 
and3 (magenta). As time 
passes the stations fill up 
with passengers waiting for à 
train. These are little bowler 
legs (its a 
commuter system, obvi- 


| ously). If they have to wait 


too long a few of them turn 
white with rage and are likely 
to hijack the train with catas- 


| trophic results! Your score is 


directly related to the 
numbers passengers you 
manage to collect. 

There are several levels of 
play, with numerous sub- 
them. 
Collecting 25 passengers 
moves you onto the next 
sub-level. In some cases 
runaway goods trains 
(black) appear and must be 
directed back the way they 


came to get rid of them. 


CRITICISM 


“The Train Game is definitely 
going to appeal to “train 
buffs". It's good fun to play 
and on the higher leveis 
requires great concentration 
if you are to avoid disaster. 

tt's notolten that you get a 


such instant fun! Nor a game 


| and five sub-leveis in each 
Use of computer: 60% | 


| $peeds 


VILLAGE 








casseilte for review that's 


that when you next look at 
your watch three hours havo 


passed without your. 


noticing. Like so many very 
good games, The Train 


Game is simple in idea but | 


sophisticated in its details. 
For instance, when you have 
all three trains running and 
your eyes are darting 
everywhere to make sure the 
points are ckay, you then 
have to worry about the 
passengers - some may be 
white with anger at the 
delays, but the other are 
coloured like the trains, anc 
they only want that colourec 
train! 

With seven levels of play 


there is plenty of variation. A: 
the top level of play the track 
layout geis even more 
complicated as well as the 
increásing. The 
graphics are cute and to the 
point. | liked the sound of 
chugging trains but if it. 
drives you mad there is a 
facility for turning it off. 
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Perhaps they should send 
this tape-to British Rail as a 
training course, 

“Could this be the end of 
train sets as wo know them? 


COMMENTS 


Keyboard positions: uses 
most of the keyboard 
Joystick options: impossible 
and not required 
Keyboard play: responsive 
Use of colour: very good 
Graphics: average to good 
Sound: very good, on/off 
facility 

Skill levels: seven (with five 
sub-leveis on 1-6 and nine 
sub-levels on 7) 

Lives: four 

Screens: two track layouts 
General rating: very good 


Use of computer: 60% 
Graphics: 63% 
Play ability 85% 
Getting started: 75% 


| Addictive qualities:85% 
| Value for money: 85% 
| Overall: 


135% 


OR a q 


The 8.15 from Brighton is just arriving at platform 4, 


VAMPIRE 


Producer: Terminal 
Memory required; 48K 
Recommended retail 
price: £6.95 
Language: machine 


Adventure games are really 
coming on apace as regard 
Originality of presentation. 
Vampire Village bears a very 
vague similarity to Phipps 


== SS 


Associates Greedy Gulch in. 
as much as a town, or village | 
in this case, is the setting, | 


and vou see a visual map of 
it. But there any resem- 
blançe ends. For here the 
entire village is laid out like 
an ordnance survey map, 


| every building is shown, its | 
“doorway and shape, there's 


the river beyond, the fields of 


| crops beyond that, the red 
pise: | p von at, the red 
Author: Docimodus (?) | 


cotoured cliffs and on top, 


“the castle belonging to the 
vampire in question. | 
The story so far isa sad 


and familiar fable, there's 
this village sitting on the 
banks of the River Ripple 
plagued by a Vampire who 
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ng in VAMPIRE VILLAGE 


Earlym 


dwells inthe castleabove the | 


Red Cliffs. Youare the mayor 
of Viasdortf and your task is 
to recruit volunteers, equip 
them and direct their 
alttempis to rid Viasdort ofits 
unwelcome predator. Usual 
vampire rules apply, i.e, 


stake sthrough the heart, no | 


flying by day, garlic keeps 
him at bay, He's invisible at 
night except for his eyes. 
The game is played with a 
full screen map of Vlasdorf 
and the surrounding area, 
When you start a volunteer 
crops up. immediately and 
vou must decide how much 
o! your £999 budget to give 
him for equipment. The 
volunteer appears as a tiny 
dot in the village, wandering 


around. He is directed by | 
way of the cursor keys. As | 


soon as 9.00am arrives, all 
the village doors open and 
the shops are ready for 
business. If you guide your 
volunteer into. a shop the dis- 
play changes to text, infórm- 


ing you where you are and | 


whats for sale at what price. 
Food is essential If you want 
your man to remain alive, 
and dont forget the garlic! 
Other essential equipment 
| includes a means ofcrossing 
the river, for if you let your 
man wander into it, he 
drowns (and vou lose the 
money vou gave him)! H he's 
not equipped sufficientiy 
before night falls and the 
Shops close he may well die. 

During the game essential 
commands can be inputted 
| by using the abbreviations 
Buy, Eat, Get, Hide, Ignore, 
Kill, Look, Sleep, Wake, 
Player status lets you know 
what your man is cartying, 
how he feels, and his de- 


lences (holy water is pretty | 


good for defences). 


CRITICISM 
This is a reai time graphic 
adventure. It has 


sow you get the feeling 
nothing much is going on. 
lts well worth trying out all 
the command words as the 
program does respond with 
infarmation 


instant | 
appeal but because it is very | 


that would | 






otherwide remain hidden. To 


be honest | thought the game | 


held more promise when | 


started than | did after haltan | 


hour of playing it! 
There is a feeling of being 


drawn into this village. The 


very pace is misleading at 
times. lt seems quite slow, 
Dieng in real time, but your 
volunteer is quite hard to 
manipulate when he's in 
among the shops and 
houses. The trouble with him 


| is that he has a mind of his 


own. Once you've got him in 
somewhere, he tells you 
what's there, but leaves you 


with no time for thought, and | 


hes off in a flash. If there's 
something you would like to 
buy or examine, you have 
very littte time to make up 
Four mind as to its worth. 


' Perhaps my biggest com- 
| plaint it that there seems to 


Producer: Blaby 
Memory required; 48K 
Recommended retail 
price: £5.50 
Language: machine 
code compiled 
Author: Rob Jones 


Games which plunge into 


the very psyche of Uncie | 
Clive's little computer seem | 


all the rage these days. The 
hero of this particular jaunt is 
young Percy Pluggit. Percy's 
an LG. chip who has gothim- 
self lost in a maze of circuitry 
tar away from his homely |.€. 
socket. 

There are two coloured 
keys to find which will, when 
put into the right keyhole, 
unlock the correct door. 


Unfortunately they must be 
done in the right order, The | 


maze is full of resistors, 
diodes and capacitors which 
are chasing poor Percy, and 
his energy, which starts at 
1200, runs down very 
rapidiy. On top of that the 
walls of the maze are elec- 


trified, which fries Percy like | 


bacon. 








be little sense of danger in 
the game. The vampire takes 
so Jong to get anywhere and 
doesn't do much when he 
does arrive, that thera is no 
pressure on the player.' 

“In Vampire Village the lay- 
Out gives you the odd sense 


of sitting in a helicopter | 
hovering above a seemingly | 


real life drama, manipulating 
its inhabitants. lt does have a 


| mesmerising quality which | 


CRITICISM 


play as Goicha! Perhaps 
because there are such a lot 
Of maze type games around, 


' Butt isn't that easy either. 


The maze area is very large, 


only a small part appears in | 


the playing area, and there 
are at least four electronic 
horrors in gach sereen. Your 
|.C. chip and his enemies all 
move very smoothly.' 

Moving Percy around is a 
bit difficult if you are on the 
keyboaro because the 
cursor keys are not an in- 
stinctive arrangement for 
fingers, but everything 
works very well otherwise. 
There is a firing key which 
sends lethal bolts ol energy 
in the direction ot move- 
ment, although you can't fire 
and move. Good graphies, a 
worthy maze game.' 

This wouldn't be that en- 
thralling to play if it weren't 
for the electrified walls, but 
they make everything so 
fraught that you suddenly 
realise you've been playing 
quite a while. Perhaps not as 
addictive as some other 
games l've seen from Blaby, 
but very colourful and quite 


| the sound of your volunteer | 


| reaches: 





General rating: above 

| average, unusual type ol 
adventure 
Use of computer 70% 
Graphics 58% | 
Play ability 73% 
Getting started 80% 


| ptayable.' 
Pluggit isn't as exciting to | 


| Keyboard play: responsive 


"General rating: anaverageto 


Use of computer 58% 


| Overall 








Hke. The graphics are 
attractive although there is. 
no animation involved 
beyond the moving dot of 
your volunteer, the eyes of 
the vampire and the opening 
and shutting of doors, À 
touch | particularly liked was 


kncoking at every door he 


COMMENTS 


Keyboard play: responses 
seemingly slow at times 
Use of colour: good, but 
night sequences could have 
been 'darker' 

Graphics: clear text, well 
presented, good map 
Sound: minimal but well 
used 

Lives: depends on how you | 
spend your money 


Addictive qualities 50% 
Value for money 51% 
Overall 63 1/0% 


COMMENTS 

Keyboard positions: cursor 
keys, not the best arrange- 
ment 

Joystick options: AGF or 
Kempston 


4-directional movement 
Use of colour: very g00d 
Graphics: quite good 
Sound: average, good end ol 
life sound 

Skill levels: 1 against the 
clock 

Lives: 3 


quod game, good value, but 
could have done with a start 
key — autostart loses you 
getting ready time. 


Graphics 
Playability 63% | 
Getling started 62% 
Addictive qualities 65% 
Value for money 68% | 

62%. 


60% 
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ORACLE S ex 
CAVE 


Producer; Doric 
Memory required: 48K 
Recommended retail 
price: E7.95 

| Language: Basic 
Author: Chris Dorrell 


The Oracles Cave isnt an 
epic quite on the scale of 
Valhalla, but then it's almost 
half the price, and for what 
you pay you also get ani- 
mated graphics. 

This is a dragons and 
dungeons adventure, butitis 
much more oriented towards 
the graphics than to the text, 
which makes a refreshing 
change from most of its kin. 
The story outline is a familiar 
one; you have ventured into 
a dark and mysterious cave 
complex and are trapped 
near the entrance. The only 
exit is four levels down — 


Unique change screens 
features. - ÁAvoid the vicious 
doga, find the hidden exit and 


Send cheque/postal order to: 
+ LOTUS-SO 


| ! 
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ARrougn the dreaded 





Kempston-type joystick or 
keyboard 

100% machine code. Special 
animated cartoon graphics. 
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| Oracle's Cave. The game 
| provides four quests. Ineach. 
| vou must collect forty units 
| of treasuré, these take the 


form of gold bars, coins and 
silver, each type giving you a 
number of treasure units, 
You must also collect the 
treasure guarded specially 


| by the four monsters after 


whom each quest is named. 
For this sterling effort you 
rewarded with no 
treasure points — it's simply 
your duty! 

“At the start of the game 


you are asked to select a 
They are to gain. 


quest. | 
treasure quarded by The 
Mummy, The Centaur, The 
Fiery Dragon or The Black 
Knight. Each time you play 





SHOOT EM UP 
Eggs all on parachutes, watch: 


them hatch Mutant Birds. 
Fiendish Hawks, Laser, Missiles. 
H00% machine code, 


escape. (Putir EVASBETTES A EB Rtes.E5.50 EACH. IN 


+ 43 MAES ROAD, LLANGENNECH, LLANELLI, DYFED SA14 BUH 


SS MAO SOR RR ain na | in LLANELLI (05542) 59624 
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Run or fight? It's ali choices, choices in THE ORACLES CAVE. 










the. game the dp, of the 


























caves is altered. 

The way in which Oracie's 
Cave difters from so many 
other adventures is the way 
in which commands are 


| typed in. The top half of the 
| screen shows the cave, with 


an animated figure of “you”, 
plus any objects or 
monsters. The lower half 
shows you your energy level, 
wounds, weapons, combat 
strength, treasures anda 
articles carried. Below thatis 
a description of the location, 
then an input line, and below 
that a line telling vou what 
yur options are. The options 


are abbreviated tom = move, 


r=rest, e = explore, u = use 
(any article carried). If vou 
elect to move, the cursor line 
“asks, Which way? while the 








Graphics simulation of the 
popular game of bowls, Watch 
the ball swerve towards the 


jack. But have ou chosen the 





“| cave. 





| appear 
| treasure ifs guarding. You 


| limited option of £ = fight or 


| SCreen 


| comparing it with Valhalla, 
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option line tells you:u=up,d 
= down, = left, r=right. 
There are also 5 = Secret 
passageway If there is one 
there, and h = help. Both 
seem to return you auto- 
matically tô the entrance 


Inputting a direction. 
results in an animated 
sequence as “you” walk 
thorugh a passageway into 
the next cave. On arriving 
any monster present will 
and so will the 


are then presented with a 


move. kt is not possible to 
move past a monster untilit's 
been deleated. Each quest 
hasa 'sdays timelimit, anda 
section on the right of the 
lets you know — 
morning oí the second day, 
and so on, Below that is a 
simple diagram of the cave 
showing only the locations 
of the four quest beasts and 
your position. 


CRITICISM 


“The animation in The 
Oracie's Cave is very good. | 
suppose it's difficult to avoid 


BULL TABLES 


Fun-time educational game. 
Full feature arithmetic. Do your 
sums quickly or the bull will 

cape. Also—Nine Lives 


Total Enclosed pasa 


See cur games and much more at 
POSI-TRON COMPUTING 
| 3 STEPNEY ARCADE 


GAMES CENTRE, LONDON 
and other good retail outlets 
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there's less animation here in 
the sense that it's only 'vou' 
who move. A pity the 
monsters couldn't have been 
| given some form of move- 
ment too. The fight scenes 
are fun, but | never seemed 
able to win any. After a 
battle, the wounds and 
anergy 


even to walk away, in which 
case you get returned to the 
| Safe cave at the entrance. 
Resting restores energy but 
| loses precious time. 

The trick with this game is 
to spend as much time in the 
antrance cave exploring. 
Foure told that all sorts of 
things are appearing to be 
| collectad, which makes all 
[lhe difference in a fight. 
Ônce in à cave with a 


away until the monster has 
been cefeated. The inlay 
card does tell you to explore, 
but | guess most people want 
to dive into the adventure, 
“and'ifyou do that you will be 
disappointed because 
without geiting past a 
monster your movements 
are very restricted indeed.' 
Perhaps hardened adven- 
ture lovers might find this 
one a little limiting, since it 
keeps offering you menues 
of possibilities instead of let- 
ting you roam free as it were. 
| thought it made a nice 





Producer: DK Tronics 
Memory required: 48K 
Recommended retail 
price: £5.95 

Language: machine 
code 

Author: Don Priestley 
Maziacs puts DK back on top 


Jom again in a highly 
colourful and eventful maze 





maze and find the gold, then 
bring it safely out again. You 
are told that the gold may be 
anywhere, but at least 200 
moves from the starting 
point. Embedded in the maze 
walls are several useful items 


here and 


to move into the square 
toceupied by the object (or 
Aprisoner). 





loss combine to. 
make you weak, too weak | 


monster your options are | 
limited to fighting or running | 
Keyboard play: 
responses despite being in | 
BASIC 


Overall 





game. Theaimistoenterthe | 


like food and swords, and . 
there a few. 
| prisoners who, despite their . 

“ | incarceration, seem to know | 
the way to the treasure. You | 
| get what you want by trying | 


The food isl 


=> — ——  — — 


"change, and as I'm only half | 


partial to adventures, it 
might just have an appeal tor 
those like myself. Good clear 
graphics, with good move- 


emnt from 'yourself. One 
thing the inlay card doesn't 


tell you (which it's useful to 
know) is that each monster's 


combat strength isdisplayed 
next to your own as s00Nn as 


you meet. This gives you a 
good idea of your chances of 


winning any fight. Persever- | 


ance is à virtue, | defeated a 
giant rat only after going 
through four | 
combat. | would think this is 
going to be popular. 


COMMENTS 
Keyboard positions: menu 
given, simple abbreviations 


makes the program user- 


friendly 


Use of colour: sparing but 
good 

General rating: unusual 
adventure type, good 


Use of computer 80% 
Graphics 73% 
Playability 75% 
Getting started 64% 


Addictive qualities 60% | 
Value for money 70% 
7 0% 






essential if you aren't to die 
Of starvation, and the swords 
are also essential if you want 
to survive the dreaded 
maziacs. These spidiferous 
creatures ramble about all 
Over the place, sometimes in 
packs. Sadly a sword can 
only be used once, so avoid 
the packs — they move like 
greased lightning even inthe 
tower levels of play. 

If you ask a prisoner the 


- route to the gold he tells you 
| by turning the path yellow. 


This you can follow for a 


Amazing MAZIACS gathering to do battle with 'you'. 


rounds of 


good. 








and you must then find 
another prisoner. Once the 
tlreasure has been dis- 
covered your problems 
really start. For one thing 
you cant carry a sword and 
the treasure at the same 
time, 50 it's best to try and kill 
off as many maziacs as you 
can on your way in. 
A useful feature is called 
VIEW. The section of the 


fiftieth of the total, 
-pressing the key for VIEW 
lets you see a twelfth, and 
includes positions of 
swords, prisoners and food 
as well às maziacs. There are 
play levels where you can 
dispense with such cissy 
aids as this! 





Sell a E portion of the total maze, 
the VIE W facility. 


CRITICISM 


All the instructions are on 
screen, but they are very 
good and helpful. Although 
the keyboard 
sensible you can opt to 
define your own keys. Thisis 





a sort of maze adventure and | 


it's a good one. The graphics 
are excellent with plenty of 
animation — Its fun and 


addictive to play. | also liked | 


its large library of comments 
when you lose a lite.! 
Everything is very clear 
and colourful. The game has 
instant appeal because of its 
graphics. “You” are very well 
animated tapping your fest 
when standing still, even 
squatting down in boredom 
| 


f 
The maziacs are also nicely 








short time before it blinks out | 


“to be a success.' 


maze on screen is only a. 
but | 


layout is 


Memory required: 


gen don'tmorve for a while. 


| crazed robot in this Berserk 


| Saucers, and Saucers zip | 





22 ————— 


done - they look and move in 
an evil way. If you encounter || 
one (which you will) thenthe || 
battle is fun to watch. Bound 











Plenty of appeal, with lots 
to do and good animation. 
Helpful touches like the 
VIEW facility can be a mixed. 
blessing since you can't 
move while looking at the 
larger map, but the maziacs' 
can! Addictive. 


COMMENTS 


Keyboard positions: good, 
but user-defined as well so 
you can set up for AGF and 
Protek 

Joystick options: Kempston 
and cursor controllers via 
user-defined 

Keyboard play: slightly 
hesitant 

Use of colour: good 
Graphics: excellent 

Sound: continuous and 
imaginative 

Skill levels: four 

Lives: one 

Screens: scrolling maze, set 
up randomly each games. 
General rating: highly 


recommended 

Use of computer: 80% 
Graphics: 7B% 
Play ability: B4% 


Getting started: 80% 
Addictive qualities: 88% 
Value for money: 82% 
Overall: 82% 








: i E f 
rosder Bunaio 
16K 
Recommended retail 
price; £5.95 
Language; machine 


code 

Author: | Morrison & D 
Anderson 

As the Exterminator your 
task is to rescue life, the uni- 
verse and everything from no 
less than seven types of 





type game. Learning the 
robot types is rather import- 
ant as they all have different 
attributes; Block robots 
arent bright but they're 
indestructible, standard. 
robots don'tfire anything but | 
home in on you, Brains 
(looking more like skulls) are 
intelligent and fire Pontua 
missiles, Circles despatc 


around firing non-homing 
missiles, Squares despatch 
95 
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Tank Robots which follow 
vou about also firing non- 
homing missiles, 

After a few moments play- 
ing the screen becomes 
alive with moving robots, 
Level 


reach sufficient points. 


GENERAL 


On pressing C before or 
after any game you câán 
change the keyboard 
positions. There are two 
options, the first allows for 
slightly simpler control by 
having two rotation keys, 
W/E, a moving key, Land P 
to fire; the second option 
uses Z/X left/right and K/M 
up/down with L to fire. 


CRITICISM 


NH vou enjoy Berserk/ 
Frenzy type games then this 
5 à g00d and interesting 
variant. There's an element 
of strategy involved as it 
becomes very important tó 
shoot up the robots in the 
right order, most dangerous 
| ones first, dumb ones later, 

tt seems a pity that Silver- 
soft should have had to make 


promotion occurs | É 
automatically when you | 


moving 
| directional 
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Health Warning! Exterminating allan robots can be habit-forming. 


a copy of a game which 
already has several versions, 
although this happens to be 
a fairly good one. Itbecomes 
difficult to judge them fairly. 
[think it's besttosay — good 
program — too familiar a 


game to be entirely interest- | responsive 


ing: | did like the totally 
different keyboard options, 
as it does make for two 
games, since the Exter- 


minator behaves quite differ- | 
ently when he's rotating and | 


moving from when he's 
under the compass point 
movement. 

Very well animated, large 
graphics, and smoothly 
in this game: B- 
movement and 
good fire rate. | found it 
highly addictive and KH cer- 
tainly has lasting appeal; 





| COMMENTS 


| Keyboard positions: 


flexible 

Joystick options: Kempston, 
AGF and Protek 
Keyboard play: very 
Use of colour: average 
Graphics: very good 
Sound: average 

Skill levels: 3 speeds 

Lives: 

screens: multiple 

General rating: very good 


Use of computer 90% 
Graphics 88% 
Playability 13% 
Getting started 80% 


Addictive qualities 78% 


Value for money 85% | 


Overall 821% 


DORIC COMPUTER SERVICES PRESENT 


THE ORACLE'S”* 








CAVE 





The Oracle's Cave is an exciting adventure game containing a unique 
blend ofHIGH RESOLUTION ANIMATED GRAPHICS and text which has 
been designed especially for the 


lts many features include: 


48K SPECTRUM 


* Continuously displayed high resolution graphics 
* Time limitof five 'days on every adventure 

* Completely new cave layout, monster position and event sequence 
generated for every game 
* All monsters, articles and locations depicted to a leve! of detail that 
pushes SPECTRUM graphics to the limit 


“The clóses! yet to a true animated graphics-adventure. excellent value for money: Popular 


Computing Weekiy 


“Superb high resolution with smooth serolling ... with the nights drawing in this program should 
give you plenty to think about Micro Adiventuro Dec 83 
“The graphics are smooth, starting and exciting. They show the way for the development of the 
graphics adventure in the next year Sinclair User Annual 84 

“Each quest 5 selected by you at the beginning ofihe game and you will have tive game days in 
which to complete it Tnea time factos is excaptionalin adventure games' Sinclair User Dec 83 


Available from W H SMITH, selected 
branches o!BOOTS and MENZIES and | 
other leading retailers. | 


Trade Enquiries welcome 





Telephone 0533 314345 
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HUNTER- 
KILLER 


Producer: Protek - 
Memory required: 48K 
Recommended retail 
price: £7.95 
Language: machine 
code and BASIC 
Author: Rod Hopkins 


Hunter-Killer is a submarina 
simulation game set off the 
German Helegoland coast of 
the North Sea during the 
second World War. You are 
commander of an '5' type 
submarine and your mission 
is to find an enemy sub- 
marine in the same area and 
hunt it down. The coast is 
heavily mined, so sailing in 
too close may result in hit- 


ting a mine or running 
aground, 

The simulation is quite 
detailed, Three screens 


show vou the control room, 
periscope view and chart 
room. im the control room 
you can see the ballast tank 
level indicator, the hydro- 


Sum” Also available direct at £7.95 (Postage and 
packing free) from: 


DORIC COMPUTER SERVICES, 3 THE OASIS, 
| GLENFIELD, LEICESTER LE3 8Qs 
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engine speed, rudder angle, 
heading, torpedoes left, 
engine warning light, engine 
indicator, asdic display, 
echo sounder display, radar 
display, periscope, and the 
depth meter. The periscope 
view shows you the horizon 
and enemy shipping or agro- 
planes if any are about. 
Below are indicators for peri- 
scope angle (which can be 
turned in either direction), 


and torpedoes left. The chart 
room is accessed by press- 
| ing the C key — the control 
room slides across and Is re- 
placed by the charts. Apart 
irom the map, details shown 
are tide indicator, compass 
rose, indication of position, 
minefields, enemy position, 
speed of submatine and tide 
| strength. 

The asdic comes on auto- 
matically at a depth of 10 feet 
or more and you can hear it 
pinging. On the surface the 
radar is automatically 
switched on. Ithasa range of 
2 miles and vou can see the 
sweep of the antenna. 


| much time on the surface 
| they will spot you and then a 
klaxon sounds, giving you 
only two minutes to dive 
below 10 feet to safety. All 
diving and surfacing com- 
mands must be carried out 
properly as in a real sub- 
marine. So too must the 
firing of torpedoes. Another 
realistic feature is the use of 
twin engines, diesel for on 
the surface and electric for 
under water. Using the diesel 
underwater results in 
damage. If you stay under 


engine's batteries will run 
down and require 
charging on the surface. 


wih two Spectrums each 
fitted with Sinclair Interface 
1 and their own tv screens. 
Then each player has his 
own submarine and can pit 
hits. wits against the other. 
The game includes instruct- 
ions for solo and dual play. 
“Timing and synchronisation 
are obviously very important 
in this unique mode to avoid 
error reports popping up. 


CRITICISM 

Presentation and pack- 
aging is excellent, and the in- 
Structions are well thought 
Out. But the trouble with real 
time simulations is that they 


tages (1,8. 15 minutes) if the 


plane angle, battery charge, | 


heading, distance to enemy | 


Enemy aircraftare hunting | 
tor you. HW you spend too | 


water too long the electric | 
re- 


This game can be played | 


are so slow; yOU Can wait . 








Tha control room (part seen) Is to 
lhe left of the map room. 


enemy is about 10 miles 
away, before you reach his 
last reported pesition, 
Overall | did not think too 
much of this well-boxed sub- 
marine simulation. 

The graphics are very de- 


taited and well laid out. | 


takes some getting used to 
all the control keys, and the 
responses are a little slow, 


lhe submarine working ano 
lunclioning safely. If you 
antoy real time simulations, 
then you'll like this — but it 
isn't forthe arcade lreak. The 
game can lake hours to play 
through. ? 

'A nicely presented game, 
with plenty of instructions. If 
it's a rainy afternoon, what 
better than to be under- 
water? | only felt that the 
periscope view might have 
been a bit more detailed, but 
it must have been tough 
packing all this into 48K any- 
way. | sgem to remember 
seeing an ad saying this was 
£5.99, but it still compares 
favourably with the usual 
price for detailed simu- 
lations. 


COMMENTS 


Keyboard positions: 


| complicated, 18 keys in use | 
Protek | 
for | 


Joystick options: 
(naturally) or AGF 
direction 


Keyboard play: slow to react, 


but hardly essential in a real 
time game. 

Use of colour: good 
Graphics: good and detailed, 
but poorer in periscope 
Sound: not much, klaxon, 
asdic and a nice gurgling if 
you're hit 

Skill levels: 5 

Screens: 3 

General rating: good 


Use of computer 65% 


Graphics 69% 
Playability 50% 
Gelting started T4% 


Addictive qualities 50% 
Value for money 58% 
Overall 61% 


| 3 DEEP 


SPACE 


|| Producer: Postern 
| Memory required: 16K 


Recommended retail 
price: £7.95 
Language: machine 
code 


3D has often been misnamed 
in computer games, some- 
times onty meaning a shape 
has a shadowed edge to it, 
but Postern's space game 
actually employs stereo- 
scopic vision to create a real 
sense of depth. To play the 
game you must wear the bi- 


| coloured spectacles pro- 
| vided with each cassette. 
but there isa lotto dotokeep | 


The object of the game is 
very simple: you command a 
ship which travels vertically 
on the extreme left ot the 
screen and you must blast 
the alien space craft which 
travel towards itfrom rightto 
left. There are various types 
of alien and you score points 
accordingly. 


The novel control key Is. 


the “zoom one. This sends 
vou deep into the screen, or 
brings you back out. The 
aliens are all travelling at 
differing depths across the 
screen, front or back, and 
your laser only has any effect 
if you are at the identical 


"depth to the alien. Similarly 


they only hit you ifyouare at 
the same depth as they are. 


CRITICISM 


takes ages to fiddle with 
the tv colour, and then it 
does not quite work. The ex- 
cellent cassette box and in- 
structions have a lot of detail 
describing how to set up the 
tv (only colour ones work 
with this game) but the 3D 
images fail to work property. 
The graphics are reasonable 


and the movement of the 
enemy drones is very 
smooth, butthe game lself is 
unexciting and grossly over- 
priced.' 

The cassetis box is 
impressive, the insrtuciions 
detailed, but | couldn't get 
the 3D effect to work at all. 
The separation of the stereo 
image seems too extreme. 
They tell you it works 
between 4 and 8 feet, but.it 
doesn't. If you stand really 
far back it just begins to 
happen — but then you're 
too far from the computer 
and screen to be able to play. | 
A good idea ilit works, but 


| too much effort went into the 


gimmick and not enough 
into the game, which is quite 
boring. 

You can play this game 
without the spectacles by 
estimating the depth of the 
advancing space ships by 
the degree of left/right image 
separation. Playing this way 
saves the headache! I'm sure 
the packaging and the spec- 
tacies must make it expen- 
sive to produce, but for what 
the game is, it's over the top 
moneywisa. 


COMMENTS 


Keyboard positions: difficult 
to control with 6 keys 
Joystick options: none 
Keyboard play: responsive 
Use of colour: red, blue and 
vellow 

Graphics: simple and| 
smooth, 3D ifit works 
Sound: average 

Skill levels: 1 





Lives: 1 

General rating: poor 

Use of computer 45% 
Graphics 55% 
Playability 40% 
Getting started | 40% 


Addictive qualities 45% 
Value for money 40% 
Overall 44% 
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Black Crystal and Volcanic Dungeon 
are names that instantly create images 
of mysterious mythologica!l fantasies, 
| vou are an Adventure freak then they 
are, no doubt, names that are familiar 
to you as the titles of two of the most 
successful adventure games around, 

Now, from the same team of Roy 
Camell and Stuart Galloway and their 
company Carnell Sofiware, comes a 
sensational new adventure unlike any- 
thing created before — The Wrath of 
Magra. 


Great dark veils of secrecy cloak its 
development and | had to lure Roy and 
Stuart to a local cavern, ringing with 
the sounds of glasses clinking, and use 
that most potent of magic spells 
What's yours? before | was divulged 
any of the mysteriês surrounding 
Magra. Such enticing tactics, 
smacking of film studio security, 
combined with the release of tempting 
snippets about the awlul witch, have 
alrady resulted in The Wrath of Magra 
being tipped as the “Ultimate 
Adventure” and a sure fire hit for 
Carnell in 1984. 

H will côme as no surprise to learn 
thal as two guys who have a genius for 
creating adventure plots, both Roy and 
otuart have a background of work in 
the film industry. They were both 
involved in the optical special effects 
on Superman after meeting special 
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rds hunis among the graveyard dust forsome way 
out of the all-encompassing horror that is CARNELL. 


Methzar grew bitter and joined forces with lhe Snow Queen and her army ofice 
giants, and an alliance of evilwas formed. Into this alliance came Magra, lhe witch 
of the Black Mountains, whose cannibalistic nature and ugliness made her the 
most feared witch in all the lands. Together they planned their strategy and over 
two years formed an army of the most grotesque creatures ever to walk the earth. 


- Volcanic Dungeon 
a Ls 







effects master. Wally Veevers at 
Birmingham Film School. They were 
naturally up to their eyes in mythology 
and legend when creating the surprises 
in: the film about King Arthur and 
magical Merlin, Excalibur. 

Al of the Carnell adventures are 
centred on the European part ot the 
Third Continent — the time when the 
great land masses o! Europe, America 
and Ajrica wreall one. Atthe end of the 
Third Age of the Third Continent, the 
time of Black Crystal, agreatbatlila was 
fought and the armies of evil were des- 
troved, and the balance of the forces ol 
good and evil were restored. Now with 
The Wrath ol Magra you findyourselfal 
the beginning of the Fourth Age. 


IN THE GRAVEYARD DUST 


IntheiWratho! Magra, you play thehero 
from Volcanic Dungeon and, as the title 
suggests, you are facing the anger of 
Magra. She's a nasty piece of work if 


(o 
Yo 


ati 





ever vou saw one; and well deserving a 
seat in the 'snug' at the Rovers Return! 
The evil old witch lives ina castle in the 


Black Mountains. in previous battles 


Magra was killed, but only ina physical 
sense — her body was returned to her 
castle by the ice giants, and now she 
has been brought back to life by the 
powers of magic. She is furious and 
recaptures the Princess Edora, 
imprisoning her in the castle. 

So the stage is set for you to make a 
fascinating journey of days, weeks or 
even months, to battle with the 
demonic forces awaiting you. The 
adventure consists of two cassettes 
and a 200 page paperback ol essential 
reading — more Of this later, The two 
cassettes contain three 48K programs. 

At the start Of the first program you 
are a rather helpless, inexperiençed 
hero, who has got to pick up some 
pretty sensational magical powers 
rather quickly if you are going to 
succeed in your quest. Às a novice 
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wizard you will 
knowledge, ingredients and weapons 
to commence your magical work and 
build up your prowess and confidence. 

Nothing comes easily in this game. 
There are over 100 weapons and 
ingredients to be found or created 


need tô acquire 


before you can mount the final 
onslaught on the witch. Many weapons 
have tO be formed — you won't find a 
saintly Staff just lying around. You may 
come across a staff but then your 
maágical powers will havé to discover à 
dead saint and some graveyard dustto 
change the staff into something 
special. 
Starting in the valley, you are 
reasonabiy safe. There is a village 
nearby, though it isn't à good idea to 
trust all the villagers: You commence 
your quest by finding the-entrance tó 


lhe mines under the Black Mountain. 
The Game runs in real time — ten 
minutes playing time equals one hour, 


so time is an important element. Some 


spelis can only be done at special times 


orata certain phase.of the moon.This 


could mean waiting for a month! But 
dont worry, you Gan 'fall asleep' and 
bang goes eight hours, Buit watch out 
— nasty things can happen while you 
are sieeping! 

Once you get into the mines in part 
Iwo you will need all your knowledge 
and weapons from part one to combat 
more than forty monsters and 
supernatural baings as you force a path 
towards Magra's Castle. |t's a decidely 
disquieting experience. 

sSeoring is continuous throughout 


the game and you must waich many 


things. Yourphysical strength must noi 


Lovking suitably evil, Stuarl Galloway and Roy Carnell fend off ihe forces 6! good with thair 
Black Crystal. 
































fall too much and you must sleep every 
48 hours. Physical strength and faith 
get boosted when some magical spell 
goes successfully, and the reverse is 
aiso true. Wounds, naturally, can 
mount up in the various battles. And 
not least, your gold pieces need carelul 
quarding as you never know when 
someone might want a bribe! 

IH you have got this far it will have 
meant making many references to the 
200 pages of! magical information 
contained in the accompanying book. 
As the adventure takes a long while to 
play you will probably be saving the 
game at an appropriate moment and 
disappearing up to bed with the book to 
plan the next day's campaign, hone up 
your magical spelis and generally swat 
up on the Third Continent. Only when 
ail this has Become second nature are 
you ready for the third and final stage. 
You have made it through the mines 
and at last Magra has you just where 
she wants you — on her own territory, 
in the castle. 

She will pop up anywhere, any time, 
setting traps and being thoroughly 
unpleasant. H she fights you must 
defend yourself. She is all-powertul in 
her own domain, so you are going to 
need every ounce of protection and 
knowledge to win the final conflict. 

But all the surprises are not over vet! 
Only by the powers of alcohol did | 
prise from Roy and Stuart the wicked 
twist of fate awaiting you. It's new, It's 
devilishly cunning — it's Evolution. In 
the final stages the monsters awaiting 
you are creations of pure computer 
science. Your Spectrum takes control 
to create unknown perils, things 
beyond even the wildest dreams of the 
programmers themselves. Every game 
will evolve its own climax, 

Will you be able to handle The Wrath 
o! Magra? Whatever form it may take — 
only you will ever know. 
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Robber 


Producer: Virgin 

| Games 

| Memory required: 48K 
Recommended retail 
price: £5.95 
Language: machine 
code compiled 
Author: Keith Mitchell 


Hobber is subtiiled, 'A 3-part 
criminal escapade to warn 
you off a lifetime of crime! 
According to one of our 
reviegwers they should dare 
warned you off Robber. 

| many respecis this game is é 
'900d sketch for a much 
better presentation at a later 
| date. 


THIS IS WHAT YOU DO 


There are really three 
“jscreens im this game, 
jalhough the second con- 
tains four different sections. 
The first screen depicts a 
large room. with two L- 
shaped cupboards in it 
Youre at the boitom right, a 
chess pawn shaped thing. In 
the two cupboards areadoor 
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key and a stethoscope. A 
third and vital object is the 
hidden safe key (why a 
stethoscope?) This safe key 
only becomes momentarily 
visible in the beam irom the 
guard's torch. He's at the 
right, of screen, moving 
erratically up and down. If 
you get caught in the beam 


“you're nicked. 


Having collected the three 


| Objects you proceed to the 
| second screen, à two-part 
| collapsing and reappearing 


bridge, which vou must 
cross without falling to your 
death on the spikes below. 
Únce across, the third 
screen presents you with à 
simple: maze, first section 
under water, infested with 
poisonous jelly fish (watch 
the falling oxygen rating), 
second part through a dark 
room where you can'tsee the 
path of the maze, and 
intested with man-eating 
birds: third part a narrow 
with deadly 
bouncing balls, and lastly a 


| maze which disappears as 
- S00n as you see it, 50 it must 


be memorised, The whole 
thing takes places against a 
timer on the safe whichshuts 
off the whole complex, 


A 


igbrairis lhesizeotdupiter, 


hedelias you humanos who dareto risicallina trade yrar 
= whgelina andodesditog in space Can vou agcept this 
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Dealer Enquiries Welcome. 


pia tangeto your invosimenlskilsoris tico far to lallwhon 
rou are baste? Find cui on your 4BK Spectrum for onty 


trapping vou if you're not 
Quick enough. 


GENERAL 


The instruétions on the inlay 


Q/W tor left/right. They're 
wrong. lts actually Z/X for 
left/right and K/M for 
upídown, Objecis are 
collected by moving onto 
them. One of the reviowers 
noted a serious problem, not 
so much of crashing the pro- 
gram as terminally freezing 
K. Twice in a row |t froze on 
hitting the Z key and had to 
be reloaded. 


 CRITICISM 


| “Overall the graphics are very 


baste looking, though 
adequate for the idea, but 
they move at a very BASIC 
speed. Infact it's such a slow 
process that the game 
becomes frustrating and not 
ina good way. 


An awful lot depends on 


luck rather than any plaving 


skill, The collapsing bridge is | 
very: random, and the jelly | 


fish just pop up and then 
disappear again, so its luck 
that gets you through. 
Neither jellpy fish nor man- 
eating birds pose any real 





The latest program tram Eupgital Dexter, combining 
amaring imaginativo forces and ravolulionaty new 
programming techiiques do result in wser/computer 
commuyndeatons never previgusy though! possible on a 
morocgomputes This resultsinan experience which amora 
Dt am odys556y than à gama. In our land of fantasy, Parsifal 
Láhés you and your 48k Spectrum through a quest lor tha 
68 a art nactá of Gwendolm EB. 50 





danger in the sense that they 
go for you. 
The response to pressing 


| à key is 50 slow that skill 


| plays very little part in thi 
say Z/A for upídown and | os dd E o hites 


game, | thought the graphics 
were primitive and there was 
no sound to speak of. Surely 


more could have been done . 


with 48K than this” 
Although you ônly get one 
tifo in the first screen, once 
into the second and third 
tlhero seems to be no limit, 
you can go on and on.' 


COMMENTS 


Keyboard positions: 
sensible 

Joystick options: none 
Keyboard play: very slow 


Use of colour: average 
Graphics: fair 
Sound: hardly any 
General rating: poor 
Use of computer: 50% 
Graphics: 45% | 
Playability 43% | 
Gelting started: 65% 
Addictive qualities:50% | 
Value for money: 35%. 
Overall: 48% | 













Quetzalcoatl 


Producer: Virgin 
Games 

Memory required: 48K 
Recommended retail 
price: £5.95 

Language: machine 
code 

Author: Gareth Briggs 
Quetzalcoatl was one of the 
most important Aztec gods, 
The inlay tells us he was the 
God of Lite and Art, However 
he's neither at the beginning 
nor the end of this 3 
game, 50 one presumes he 
| was chosen for the title 
| because his name. is better 


Known than the other three 


who appear with him. 

As the story goes, you've 
been searching for the 
mysterious Temple of 
Quetzalcoatl for three 
“months, when your party is 
set upon by a group of 


bandits, who toully murder | 


your compatriots. For you, 
there is something worse in 
store — you're to be cast 
from the Holy Place, and you 
wonder whether they can 
mean the Temple of 
Quetzalcoatl, Wellyou guess 


right, and the next second | 


| there vou are, alone-in the 
bassageways of the first 
tevel. 


THIS IS WHAT YOU DO 


There are four levels to the 
temple and you have to 
descend through them by 
finding a blue shaft. There 
aren't all too many of these 
around, but there are plenty 
of black shafts. Actually 
black shafts are okay too, but 
they damage the beads 
you're carrying. Beads? Yes, 
beads. It seems kindly Quetz 


litters them around the place | 


in neat piles and you can 
 Collect them by walking over 
them. They're useful in case 
you find the exit — you can 
trade them with the native 
who will kill you if you 
haven't enough. 

| Each level has a godly 
guardian. On the first it's 
Hultzilopochtli (fortunately 
you don't have to type these 
names in) who is the 
Wayfarers' God, | you meet 
him he will give you a map. 
Level two is the abode of 
Tialoc, the Rain God who 
wanders about with four 
pitchers of water. You've got 
to pick the right one, other- 
wise he'll kill you — all in all 


he's not a pretty pitcher! The | 


maze | 


E os E 





third level belongs to good 
old Quetz (he of the beads) 
and he'll give you a flute and 
teach you a short tune, This 


is just as well because on the 


final level is Tezcatlipoca the 
Sun God who will kill you 
unless you can play a short 


tune on a flute. After thatit's | 


a question of how many 
beads have survived the 
black shafts. There's always 
less beads as you progress 
from level to level. 

The map is a mixed 
blessing too, Every time you 
use it, it disintegrates a bit 
more untilif'sTinally all eaten 
away. When you get to a new 
level it is renewed and 
promptiy staris vanishing 
again. 


| GENERAL 


There are six skill levels with 
an increase in difficulty 


between one and four. Level | 


tive has no map to help and 
level six has no compass 
either. The compass is 
collected by walking into 
Huitzilthingie along with the 
map. 
CRITICISM 
This is a playable game, well 
programed, 
manages to produce a fair 
3D effect of tha corridors: 
The 3D is quite good, with 
positive movement from the 
three directional keys. 
There's enough movement 
to give a feeling of pro- 


gressing down a corridor. | 


he maze is nicely complex 
too. | never came across à 
blue shaft, so it was 


| -Shattered beads all the way. 


The mors you walk around. 
the more black shaftsappear 
everywhere, and when you 
have gone down a level, they 
remember to make the black 
holes appear at the right 
places in the ceiling too. 


That said, the game doesn't | 


Kindiy Quetz appears to bring 
VOL a map. 








and which. 






Res 
e =, 





Copie 


The 3D view o! the temple of 
QUETZALCOATL. 


TRAXX 


Producer; 
Quicksilva/Salamander 
Memory required: 48K 
Recommended retail 
price: £6.95 

Language: machine 
code 

Author: Jeff Minter 


Jeff Minter's second offering 
via the Game Lords was 
generally thought to be 
somewhat better than 
Gridrunner. One of our 
reviewers disliked it, but the 
other two considered it to be 
a reasonably playable game. 
Thetitie could be misleading 
in that it sounds like another 


gridor lightcycie type game, | 


but in factitis a painter type. 
THIS 15 WHAT YOU DO 

Traxx presents you with 30 
boxes, five high by six wide, 
with wide tracks between 
each. At the base ot the 
bottom centre box the track 
is painted purple with a little 
green cursor, which is vou. 
As you move the cursor from 
the purple colouring and 
onto unpainted' track, the 
Cursor drags the colour 
behind it. As in most painter 


games there are a number of | 


pursuers darting about at 
random. kt all seems quite 
straightforward until, with an 


| gets to De boring.' 


| Use of colour: good 
' Graphies: g00d 3D effect 


| Screens: four 


|| Getting started: 








| Snapping sound, the painted | 
| bit shoots back to where you 


| able to paint as far as three. 
| Sides of a box at a time: 


| bleep and vou are free to 
| drag the paint out around 


| pursuers on any of the speed 


“the inlay card, but all the 


- up/down andl/P = lett/right, | 





really offer any violent sense 
of excitement, and plodding 
ihrough blue and purple 
corridors, collecting beads 













COMMENTS 

Keyboard positions: 1/2/3 = 
left/aheadrright 

Keyboard play: responsive 


Sound: average, with entry 
beeps 

Skill levels: six 

Lives: one 


General rating: an average 
JD maze game, with better 
than average graphics 


Use of computer: 60% 
Graphics: 80% 
Play ability 56% 
65% 
Addictive qualities: 40% 
Value formoney: 55% 
Overall: 56% 


imaginatively elastico 


picked it up like a rubber 
band, 

After a few abortive efforts 
you realise that you are only 


Surrounding a box correctly 
rewards you with a littla 


another box, 

There are nine skill levels 
and nine speeds in a Hexible | 
combination; you can have 
between one and niné 


levels. Starting with one and 
one, if you clear the screen | 
the next level will give you | 
two and two, These canalibe 
selected by a neat key press 
type menu. Alternatively a 
two player game option is 
offered, 


GENERAL 


There are no instructions in 


necessary detail are well 
aba in the program. 
he keyboard positions are 
sensibly placed; Q/A = 


in the two-player game the 
Cursor colour changes 
between players and the 
Scores shown. 


CRITICISM 
The graphics are good 
quality, with smooth move | 
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ment, but the game is very 
difficult to control. It's too 
easy to overshoot a junction 
instead of turning off. If you 
over run the end of a block 
vou cannot turn back and 
paint à in. This makes the 
game difficultina silly sortof 
way. 

| liked the selection of 
speed factors etc, by holding 
down the Z, X, € keys and 
releasing them when the 
desired number is displayeo.' 

Simple in outline, Traxx is 
nevertheless a game of some 
skill and nerves, especially 
when there are four or five 
pursuers darting about. 

There's a touch of the 


| pacman in it. If you join up 


the four corner boxes, you're 
given 10 seconds to eat the 
chasers. | 

| thought it was well 
designed, using a well-trigd 
format, but with no real 
innovation of its own. 


COMMENT 


Keyboard positions: easy to 
Use and sensibly placed 


EQ ti 


Joystick options: AGF, 
Protek, but it was felt by all 
three revigwers that the 
keyboard was actually 
gasier to use for control 
Keyboard play: difficultto 
control well 

Use of colour; average 
Graphics: good 

Sound: reasonable 

Skill levels: nine 

Lives: three 

General rating: After getting 
used to its idiosyncracies it 
begins to grow on you, but if 
you are looking for à painter 
game, there are better types 
onthe marketata lower cost 


Use of computer: 60% 
Graphics: 60% 
Play ability 51% 
Getting started: | 65% 


Addictive qualities: 70% 
Value for money: 60% 
Overall: 61% 


= = - 


Producer: Procom 
Memory required: 16K 
Recommended retail 
price: £5.50 
Language: machine 
code 

Author: David Jones 


Bonkers has a cheerful inlay 
card and an even more 
cheerful title page, cheer- 
fully disguising the fact that 
this game is a wolf in sheep's 
elothing. There is anelement 
of the jumping platform 
game to it — in this case it's 
att downhill, 

route told thata group oÍ 
Bartiiings have been 
apped In lhe upper regions 


of am alien space station, 


They must reach five air- 
locks at the bottom to 
escape, 
aliens are holding a creepy 
creatures convention (CCC 
tor short) and they all join in 
to make life difficult. The 
CCC cast list includes 
Double gangers, a Pac- 
droid, Squidge-droid, 
Stomper, Baby-droid, 
deadiy space ship (inaspace 
station?) and two other 
mystery quests. 

Your trapped earthlings all 
appear at the top of the 
screen in the scoring area, 
each one coming down via 
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but the horrible. 


the side of the screen when 
the previous one has been 
done in. There are five plat- 
form levels, the lowest Con- 
taining the five airlocks. The 
corridor is defined by dark 
blue, the thick floor by pale 
blue. In each floor vertical 
shafts move left to right and 
vice versa, Your man doesn't 
fall through the shafts, but 
must attempt to leap down 
through them. When he 
reaches the bottom he can 
jump down into a free air- 
lock. One Serious problem is 
that the CCC moves not only 
along the corridors but also 
through the thickness of the 
flbors — you can get caught 
in the lift! 


CRITICISM 


'Bonkers is an immediately 
engaging game to play 
because all the characters 
are animated, Your trapped 
men stand at the top, waiting 
their turn and literally 
shaking in their boots, if you 
make an earthling run along 
a corridor and stop, he auto- 
matically turns round after a 
second and faces you, wait- 
ing for the next command. 
lt's also good to have as 
many control options as are 
provided, two keyboard 
positions and two joysticks, 
although | didn't think the 
combination of ESD & X 
was all that sensible.' 

Excellent game present- 


BORNKE rs a E Os PROL OF 
LAVIO JQMNESD is 


rim 


Stuck In the corridors o! BONKERS 









alion and instructions get 
you well started. The game 
sounds easy when you read 
them — well, FI tell you it 
isn't! At screen one there is 
one alien trying to get you, 
but for every screen you 
clear one more alien joins in, 
so by screen 10 there are ten 
creepies after you. All [ can 
say is that Procom have gota 
winner — very activo, very 
enjoyable, playabls and ex- 
cellent value. Bonkers shows 
that a simple idea may be 
better than a complicated 
one. 

1 always liked Imagine's 
Jumping Jack, a wondertully 
maddening game, and 
Bonkers is very similar in 
feeling. The animation Is 
much more evident in Bonk- 
ers though. The idea is 
simple and relies on the 
piling up of odds against you 
the beiter — or luckier you 
are, They've also avoided the 
dreadiul Death March music 
and contented themselves 


with an angel flapping up | 
away from your dead earth- | 
ling until it vanishes off the 


top of the screen. This is a 
really good arcade game. 


COMMENTS 


Keyboard Escada cursor 
keys or E,S,D,X 

Joystick options: Kempston, 
Fuller and via the cursors, 
AGF and Protek 
Keyboard play: highly 
responsive and very fast 
movement 

Use of colour: average 
Graphics: very good 

Sound: good 

Skill levels: increasing diffi- 
culty by the screen 

Lives: 5 

Screens: over 10 

General rating: very good 


Use of computer 75% 
Graphics 74% 
Playability 17% 
Gelting started 75% 


Addictive qualities 84% | 


Value for money 80% 
Overall TT 1% 


“himself 
| comes as soon as vou fire 








Bedlam 


Producer: Lothlorien 
Memory required: 16K 
Recommended retail 
price: £5.95 
Language: machine 
code 


Named, presumably, after a 
favourite hot drink, the 


| planet Bovryllis an asylumin 


which you aretrapped. Wave 
alter wave of loathsome 
creatures will attack you, 
each more vicious than the 


“last, Fortunately someone | 
"has had the foresight to 


provide you with a twin firing 


| photon boit. 


The game gets off to a 
promising start with an 
exquisitely animated figure 


dancing on the titles while | 


the computer waits for youto 
select a level. Once this has 
been done the planet Bovryll 


| materialises on the screen. 


Well, it is an asylum of 


| Course, which would explain | 
why it resembles a dense but 


open plan maze. You're at 
the bottom. One critic has 
said that he didn't recognise 
but recognition 


your twin photon bolt. 
You may zip about the 
maze if you like. All the 


| loathsome creatures do, and 
| they are beautitully 


animated. But eventually 
they start to file down to the 
left hand bottom corner (if 
vou stay down there) and 
sadly follow the same route 
through the maze to be shot. 


However, as they get shot, | 


the next one speeds up and 
vou have to be very fast to 
survive. As the game 
proceeds creatures described 
as saucerous guards' attack. 


They nip about very quickly. 


and fire at you. Shooting ten 


'Of these earns an extra life. 





Em 


"TA Ter a — 


| 








GENERAL 


| The packaging is unpre- 
| tentious and the present- 
jation of the on screen 
instructions is very good, 
Control keys are Q/Z = 
up/down, I/P = left/right. Fire 
is O and K allows user- 


defined keys, which means 
this could be set upeasily for | 


'Kempston, AGF or Protek 
interfaces. 


CRITICISM 


The ability to redefine the 
control keys is a powerful 
facility. In any event, the 
keyboard control is very res- 
ponsive. Graphics are 
detailed and the sound 
effects are good. 

The animation of the 
creatures is fantastic, about! 


the best ever. The game is | 


jun to play and very fast. lt 
seems a pity, though, thai 
the creatures are so easily 
waylaid by waiting at some 


corner in the right position 


and . shooting them like 
'cowboys coming out ol a 
burning building. Still | 


Tould itenjoyable to play, but | 
perhaps not entirely as. 


addictive as | first thought. ' 
Avery playable game with 


smooth graphics, and it can | 


get very, very fast in play, 
and highly addictive. 
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COMMENTS 
Keyboard posilions: good as 
set but redefinable 
Joystick options: none 
offered, 
Keyboard play: very 
responsive 
Use of colour; muted, but 
relies on gem-like sprites 
Graphics: detailed and 
excellent 
Sound: good 
Skill levels: three 
Lives: five 
General rating: mixed 
feglings on addietivity, but 
| generally regarded as good 
value for money. 


Useof computer: BO% 
Graphics: 75% 
Playability: 85% 
Getting started: 75% 


Addictive qualities: 75% | 
| within range you may fire 


Value for money 80% 
[ Overall: 









78% | 


Admiral Graf 


Spee 


Producer: Temptation 
Memory required: 48K 
Recommended retail 


price: £5,.95 


Language: basic 


"Author: Simon 


Mansfield 


“Admiral Graf Spee is a sea 
"battle simulation set in the 


early days of the Second 


"World War. The Graf Spee, of 


course, was the German 
pocket battleship which be- 
came famous when the 
British. cornered her in 
Montevedeo after the Battle 
of the River Plate. The action 
of the game takes place 
before this, when she roved 
the Atlantic, sinking 
shipping almost at will, 


THIS IS WHAT YOU DO 


You are presented with a 
map showing land on either 
side and sea in the middle, 

he map shows your 
position (the Graf Spee), and 
the position of enemy shipp- 
ing. lt does not tell you 
whether these blips are 
armed or unarmed ships. To 


the right of the map you are 


given a display indicating 
'our speed, fuel im tons, 
eading, amount of shells 
and torpedoes left, and your 
present position. 

You can now plot your 
course to the nearest enemy 


| by the compass rose set into 


the map by using keys 1-8 (1 
being NW, 2 being N and so 
on round to 8 being W). The 
map then shows vour 
movement at the 18 knots 
present. Once in the vicinity 


Of your enemy you press | 
Search, whereupon the map. 


screen changes to a view of 
the sea, and the display also 
indicates the targets dis- 
tante in yards. You musi 
now hunt around, following 
the enemy ship's position 
until she hoves into view. 
Command inputs are done 
by a finicky menu; fire 
torpedoes, fire guns, turn 
ship, decrease speed, 
increase speed. Successftully 


bringing the enemy into view | 
results in his smoke appear- | 


ing over the horizon, 
followed by the stacks, 
superstructure and finally 
the hull. As soon as you are 


either guns or use torpedoes. 
If the enemy turns out to be 





armed, he will begin firing as 
s00Nn às you are within his 
range. You can see the gun 
flashes on the screen 
followed by the water 
splashes for near misses. 
Thé whole screen flashes if 
vou take a hit, and the 
percentage of damage done 
is shown at the base of the 


| screen. . | 
| | Depending on the level of | 
play chosen, there are more 


or less heavily armed ships 


| to fight against. 


GENERAL 

lt seems a per this program 
couldn't have been written in 
machine code, which might 
have resulted in more 


sophisticated graphics anda | 


better response speed. 
There was some disagree- 
ment between our reviewers, 
one of whom thought the 
graphics were poor, another 
considered them to be fine: 


| The water splashes are very 


blocky, as are the ship 
silhouttes. But the two most 
serious problems with the 
program are ones of playing. 
Firstly, no warship ever 


comes to a halt unless it is | 


absolutely forced by 
circumstances, Yet in Gral 
spee you mustbring the ship 
to a standstill in order to 
succesfully fire at and hit an 
enemy, When we. started 
playing, the first two enemy 
ships seemed to keep 
darting about like gadílies, 
and we were unable to keep 
them in sight for the time it 
took to input the new 
direction. Slowing down 


seemed to make lite slightly | 


easier, but only stopping 
forward movement altogether 
made it possible to keep the 
ship in sight long enough to 
go through the lengthy menu 
to fire the guns. 

The second quibble is that 
H the enemy ships begin 
firing, there is nothing you 


can do until he breaks off for 
a moment. You must be | 


o mi 











ready to punch the menu 

input required, and then the 
particular commandes 
required, which mean 
slowing down, turning the 
ship, selecting guns or torps 
and firing. In between each 
jap the enemy may start. 
firing again and you must sit | 
there and be hammered until 
another break occurs. 


CRITICISM 


The keyboard play was quite 
slow to respond, and when 
the game speeds up in an 
attack, there are many keys 
to use. | 
Not unlike a naval Star 
Trek game, So anyone who 
likes those will probably find 
this enjoyable. Given the 
limitations of memory and 
the basic program, the 
graphics are reasonably 
imaginative and effective.' 
There are some good 
tunes in this game, and the 
whole would bs better if 
good graphics were used 
and perhaps some machine 
code. But it's quite playable.' 


COMMENTS 


Keyboard positions: 
Complex, but good 
instructions 

Joystick options: none 
Keyboard play: slowish 
Use of colour: average 
Graphics: good 

Sound: good 

Skill levels: seven 
Lives: you can sustain up to 
99% damage — then it's 
kaput! 





| General rating: Reasonably 
good ofits type 


Use of computer: 45% 


Graphics: 50% 
Playability: 55% 
Getting started: 65% | 


Addictive qualities: 50% 
Value formoney 60% 
Overall: 54% 
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| Producer: 
Quicksilva/Salamander 
Memory required: 16K 
Recommended retail 
price: £6.95 
Language: machine 
“code 

Author: Jeff Minter 


With a title like Gridrunner 
| you might well imagine you 
are in TRON land, back with 
the lHoght cycles, but you 
would be wrong. This new 
game from the genius of 
Liamaso(ft is really a variation 
of the centipede theme. 


THIS 18 WHAT YOU DO 


À bright red grid fills the 
screen, little white cursors 
move up the sides, apparent- 
ly doing nothing, another 
 zips along the base, firing zi- 
| zag lasers up the screen, and 


you think that must be you | 


(you're wrong again). À blue 
squiggle-dash creature 
speeds horizontally alóng 


the grid lines, descending | 
one line at à time, unless it | 
gets hit by the laser thingie, | 


in which case it splits up, 
each segment going its 
merry way. Then you realise 
little yellow dots are 
appearing here and there. It 
takes a lew more seconds 
before it dawns on you that 
the side ship is firing these 
into the screen. If the blue 
centipede hits them it 
changes direction instantly 
—. Of course, they re 
mushrooms! Finally, when a 
segment of blue reaches the 
bottom line and collides 
explosively with the quiet, 
unmoving little green ship, 
you wake up to the fact thatit 
was vou, 

The main problem is that 
there are no instructions 
either on the inlay or on 
screen. Fortunately the three 
tads who reviewed this game 
are experienced Spectrum 
thumpers, so trial and error 
soon established that Q/A 
gives you up/down and I/P 
gives you left/right with O to 
fire. Had they their AGF or 
| Protek interfaces plugged in 
t wouldnt have 
problem. 

The object of the game is 
very similar to centipede. 
Your ship (the green one) 


can move left and right as | 


well as up the screen for 


about a third of the height. | 


The ship on the side huris 
| Obstructions in the way of 
| the centipede which rushes 
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along like a runaway 


intercity, changing direction | 
Keyboard positions: 


should it hit one. lt takes 
several of your laser blasts to 
get rid of the obstructions, 


and, as in centipede, vour 


laser can take out segmenits 
of the monster, dividing its 
attentions to alternate sides 
of the screen. The other ship 
at the base also destroys bits 
of the centipede, as well as 
you ifyouhappentobeinthe 
way. And that's about it. 


CRITICISM 
The game is quite difficult 
because Of the speed, but it 


| does not inspire the playerto 


keep playing. 
The unchanging graphics 


| of each screen quickly made 
“st boring, although it was fun 
 atthe start. There's sucha lot 


going on, and its all very 
fast, but then pougetinto the 
rhythm and it becomes casy 
- in the ena, too easy. 


Cybertanks 


Producer: Star Dreams 
Memory required: 16K 
Recommended retail 
price: unknown 
Language: machine 
code 





Tank games seem to be very 
popular with arcade enthu- 
siasts, In Cybertanks youare 
presented with a complex 
maze representing buildings 
and streets. You must move 
around these with your tank, 
blasting away at the four 
enemy tanks. An advantage 
you have is that your tank 
can also shoot out the 


E 
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Clty-blasling CYBERTANKS. 


COMMENTS 


sensible 


| Joystick options: AGF, 


Protek 
Keyboard play: difficultito 
control, very fast 


| Use of colour: average 


Graphics: small, not much 
imagination used 


| Sound: average 
| Skill levels: one 


Lives: Five, with five more 
added as grids cleared 
General rating: Gridrunner 
is not very exciting nor itis 
addictive, and at almost E7, 
it's poor value for money, 


Use of computer: 70% 
Graphics: 45% 
Playability 59% 
Getting started: | 25% 


Addictive qualities: 35% 
Value for money: 45% 
Overall: 460% 





buildings. The enemy are 
pretty quick at getting you, 
especially on the start oí a 
new life; you are left in the 
same situation which just 
ended the previous life and 
the damned enemy tank 
simply blasts away again, 
This does mean you have to 
keep on vour toes. 

The graphics are neatly 
done, simple one-character 
size blocks, but there are no 
exciting explosions to 
alleviate the muted green/ 
brown Colours. The sound, 
too, is quite muted although 
constant, 

On completing the first 
wave the second sheet has 
mines, represented by small 
dots, which destroy anything 
that touches them, This is 








| 
| | 


about the limit of the game's 
dangers, and there was a 
general .feeling that alter 
plaving several sheets it all 
becomes rather repetitive. 


COMMENTS 


Movement is by the, cursor 
keys or4=up,Q=down, P= 
right, O = left, bottom row to 
the right of V = fire. The 
program also runs with the 
Kempston joystick. You 
could use the AGF or Protek | 
interface for movement, 
Putting the fire buttons on 
the bottom row, makes ita bit 
awkward to use well. 
Packaging and instructions 
are neat, and the screen title 
card is marvellous, 


CRITICISM 


“This was actually quite a lot 
of fun to play, butits a pity 
they couldnt have given 
more difficulty levels to keep 
the interest going. 

Despite their simplicity, 
the graphics are well 
designed and move smoothly. 
Fortunately the enemy tanks 
dart about quite well, which 
adds some spice to the 


game.' 

“Another reasonable 
game, but | think only 
average. 

COMMENTS 


Keyboard positions: Cursor, 
which can be awkward and a 
badly placed firing button 
Joystick options: Kempston, 
AGF, Protek 
Keyboard play: positive, but 
a stretchto fire 
Use of colour: 1st reviewer 
liked it, 2nd thought it was 
average 
Graphics: reasonably good 
Sound: average 


Skill levels: one 

Lives: three 

General rating: a reasonable 
average 

Use of computer: 65% 
Graphics: 55% 
Playability: 63% 
Getting started: 70% 


Addictive qualities:40% 


E | Valueformoney 55% 
* | Overall: 


58% 








JUST PLUG IN AND USE 


Micro Speech is easy to use — 
simply plug into your Spectrum 
and TV and enjoy à new dimenston; 
instant voicing of all the keys 
infinite vocabulary at your command 
| Intonation to add character to 
speech ........ exciting new range of 
sound and speech games ...... 


IT'S AS EASY AS THIS! 


LET 58= “melrr) EE) krismus” 
will say "MERRY CHRISTMAS” 


QUALITY SOUND NEW SOUND GAMES USING MICRO SPEECH INCLUDE: 


Micro Speech talks through your WU Attic Attack ; Lunar Jetman (Ultimate) 
TV's toudspeaker, ensuring top 


quality sound, | 
(4 Fire Birds : Lunar Rescue (Lyversoft) 

vu Voice Chess [Ártic) [8 Mined Out [Quicksilva) 
LJ Mysterious Adventures Part 1 - 4 (Digital Fantasia 


WHAT CAN'T IT DO! 
Unlimited vocabulary means that 
Micro Speech can say anything ..... je | 
it can even be made to yodel! A The Birds and the Bees [Sug Byte) 


There is nothing it cannot say! |U! Blastermind (Martech Games) 


Adding a new dimension with 


Available nationwide or 


direct from Currah 


Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NEE 1AJ 
gr telephone; NEWCASTLE 10632) 824683 


Please send me .......... MICRO SPEECH units. 


Mame (Primi clemriy] CRECI TESTES CE] Tre 


INCLUDING 


ns AO FREE SOUND GAME 
A e SO RD MRE SR o 


| enelose Cheque/Postai Order payabble to “Micro Speech Offer” DU! COMPREHENSIVE MANUAL 
or debit my Barclaycard/Access account No. 

| understand that | can have my money back weithin 10 days o! purchase tf [am not delighted. 
Please altony 21 days for delivery. 12 months parts and labour guaránise, 





|| Colour Clash : Shark Attack : 3D Monster Chase (Romik) 


= o ————————————e—————e——e—ee e =. 0 ce DD 


Dpranciml 


E da e me 


DON'T FORGET YOU CAN ALWAYS ORDER ON THE TELEPHONE 
WITH YOUR CREDIT CARD. TRADE ENQUIRIES WELCOME. 


“Lenclose a cheque/paostal ceder payable to ARCADE SOFTWARE LTD, for 
E “Phase charge o my Access /Barciaycard account no. 
“Please delete/complete as applicable 

Signature: 

Name: h4r/hMirs/Miss 

Address: 





Sm, 


THE TERMINAL MAN 


“THE LINER ARCAPIA DID NOT EXPLODE 
IN AN ERR-SPLITTING WHITE BRNG — 


- THERE WARS NO RIR TO 
FUEL THE EXPLOSION 
OR CARRY THE SOUNPo! 


11SHE BURNEP WITH 

THE COLOUR OF BLOOP — 
FIERCEL'Y ANP SILENTL!Y 
CONSUMING HERSELF WITA 
HER. OWN INTERNAL BIK os 


 ANHEN SHE 
HIT THE 
PLANET'S 
HTMOSPHERE 
SHE CARVED 
H PRETTY 
FIREWORIK, 
PISPLEY IN 
THE NIGHT 
Su — 


NE. à - 
MINUTES LATER HER 
REMAINS TORE A GREAT MM 

| SCARREP FURROW IN : 
THE PLANET'S SURFACE sra [RR 


E “A 


 SHE HAD BEEN A BIO LINER 
d HER TEIL SECTION HIT 
AT A SHALLOW ANGLE — 


— MIRACULOUSLY IE die 
SOME j 41 ANE SET HEBOUT 
| rs Sr [+ TRUING TO STAY 
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LOOK OUT! 
THIS WALL'S 
— GCLONWING! 
COULD EXPLODE — dl 


” THERE'S 
| SOMEONE THERE! 
COMING THROUGH 
THE FIRE / 


ER / oBSERVED ir — 
W/ THEREFORE IT IS NOT 
” IMPOSSIBLE, MERELY 
À oo 
4 Is IME ? 
À IMPRECISE STATEMENT, 


E Varcacia 


THERE IS 
CUTTING GERR IN THE 


SERVICE BRYS, GET IT 
AND RELEHSE THE PEOPLE | 


TRAPPED IN THE 
ENTERTAINMENT SECTION, 
THEN FINP VEHICLES — 

WE MUST LEAVE HERE . 

SOON, 


AN ANOMALY PR 
| INHER LAST 4 


E! NHICH ORBITS 


108 A Newslioid Publication 


1 7 


THE 
HER HOLE 


THAT RED 
GRANT 


Ar 5 
a * 


| TO STAY BY 


* THEN BLL WE 
GOT TO DO |S FIND E 
A FEPERATIÔN ç 

BASE AND7o 


"JUST WHO THE HELL 


| | RREVYOLUTO GIVE 


ORDERS, PFL? d 


“TBM 7 
' WAS-R JF. 
 SHIP'S OFFICER, TA 
NY TASK ISTO | 
GET “You To 


YOUR ORIGINAL 


THE WRECK f 
FINE AMAIT DESTINATION =; 
le ERRTH, 


RE 
uva 


FOR 
RESCUERS ,» j 


LOOK, 
| HT THE OTHER 
SIDE OF THE À 
SRP. - 


ES, 





STORY BY KELVIN GOSNELL» 
DRAWN BY OLIVER FREY= 














2 THIS o 

A SNSTEM ISA NS 

' DYSON SPHERE, 

[its OUTER WORLDS | 
HAVE BEEN 

BROKEN UP AND 

| BROUGHT IN TO FORM 












COUNT, CROSS, 
HERE COME OUR 
RESCUERS, LOOK j 


















A THE Mod é 
/ TECHNOLOGY TO BUILD VR 
SUCH A THING ISNOT VET | 

HAVBILFHBLE TO MAN o e da “Pa , 













AND NONE HAVE EVER BEEN E | 
FOUND IN Tue MILISO WAY Pe nas À 
| dr COME BACK. WE CANNOT. 
pa ERR cote RRE E AN RSSUME THEY ARE O 


MBy NOT EE INTHAT, 
GALAXY BAN 
MORE am 


FRIENDLY, A 





TER, | 


E” HOSTILE 
ARCADIA CARRIED NO Yo 
za FIRMS, IMPROVISATION 
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HaLT/ RETURN THE. 
CRPTIVE YOU HAVE 
 TRKEN AND IWILL NOT, 


. : “DE mM | ; 
PYOU WILL NOT HARM US /? | Do | Ni | 
NETMEN REPVANCE AND Ir ias WELL — | 
SAVE THE ONE WITH THE |) À S vourR M 
>" SENSE OF HUMOUR | By DECISION, al, 
FOR ME / a] = | 


p STRIKE : 


THE SUPERCOOLED PRESSURISED| 
| OXNGEN SFPEWEP A LETHAL WHITE 
PERTH HT THE INTRUPERS 


fPULL BACK 7” 
RETRERT/ 


4OL! SHOULD BE 
HIDEQUEL 
— PMAIME 


ade espeto pe DO 










e | Ss DON WELLS 
| Ei IMPORTANT, CROSS/ 
à Voy TALK LIKE 

A COMPUTER, “LOU WALK 
THROUGH WALLS OF FIRE 
ANP YOUR BOPY POES NOT 
OBEY THE RULES DF PHYSICS / 





a” LETMESEE a, 
“F YOUR HANPS FIRST, 
THEY'LL HAVE BEEN 
4 À CHILLEDP NERHR TO 
4 FBSOLUTE ZERO 





















MOVE TUIS GERE 
TO ENTERTRINMENTS 
aa PINÇ START CUTTINGY 





nr ar 





















E dá | DO de 
a NOT YET FULLY 

UNDERSTAND 
THE CONCEPT OF 

'TRUST, | 

TRUST YOU, JIN 

| RIMAS, IF INMANT | 

| OU TO HELP ME 


£| KNOW FROM THE = 
| PASSENGER List THAT Wi 
JOL FRE 9IN KIMAS, h 
VOL HAVE LIMITER 
PS|-POWERS AND 
| THESE WILL BE USEFUL. 
TO ME IN LEADING You 
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: ECTRUM | SOFTUJARE 
* Bonkers and Breakaway are available 


from Prism, Woolworths, Rumbelows, HOW TO ORDER Rs Desk op asda 
John Lewis and Debenharms. Telephone orders | 309 HIGH ROAD, LOUGHTON, ESSEX. | 
* Dealer | ti (01) 506 1216 | Please send me the following items 
inquiries welcomed Uredit Card Holders (Access Barclaycard | Bonkers - Grid Maste 










ES 


| 7 A omiyican purchase by telephone. Please 
= Úverseas Inquiries welcomed pet sn pur ta se br tospticor lala | 


require, and your order will be despatehed "| Breakway List of new 


1 
| 
| 

(85.50) (4.95) | 
DO YOU HAVE A GOOD IDEA FOR A GAME? Gde AR (5.50 each) games! | 
| 

| 

| 

| 

| 

| 

| 

| 

| 

| 


agia te (Phagso tixk terms) 


e ea De | PR ERR nose sao anta 
CALL US! BY POST ia UR A 
COM | NG 500 N | irreply nte Four regquirerments 1 lhe | É prefere to pap vit mp ACCESSBARCLAFEARO 
data A o LT 


| e io di ta enciose your cheque/PO Delete wruchever ney appácabie) 
1 Ai , : Ore -vour Mtcess gr Rarclaveara, Plegoe 
* Bricky Micky = Bermuda Triangle make cheque payatile to; PROCOM 
SOFTWARE and post to address below | 


E Time Bug se Magic Orchard Allo 7 days for delivery. | Signature 


Card Ho. 


i a io esa Eee ato Tefatas pac aca fa SAS s assa sda Mirai 
se Fi nal Frontier IN PERSO PE Mm a o a aaa aa ata | | Address 


is | Visit ol premises, at tie address Delta toi 
etal . a greal selection — we will be delighted to 
SEE yo 


ar O 
ask for | | | 
PROCOM | PROCOM SOFTWARE | teia o Tel: (Eve) 


309 HIGH ROAD - LOUGHTON - ESSE Credit cards valid if signed bw card holder” 
| TEL: (01) 508 1216 Xira Pás valitl df signed by card holder. 





Ens 


Address above must be lhe same da Card fodder, e 








“GET AWAY FROM IT ALL” 


NEW!! FREEZ' BEES (48K) 
à Penguin Pulvirizin! 


NEW!! SAM SPADE 
The Fastest Digger around. 


NEW! ROBOT RIOT (48K) 
Metal Mayhem at the 


ACME ROBOT Co. 
08 À MISSION IMPOSSIBLE 
+ N certainly IS. 
dist of the ROBOTRONS 


E IMAGEDDON 
a E ad: Apocolypse NOW! 


WITH OUT O al | 
SPECTRUM 


dd lacicd titles available from Boots, 
W.KSmiths, J. Menzies and 84 


. 
Senso 4 
NAS hd éra pe st 
PEAUEE Soa DRE, 
] LE 235 er F pe 
mz hd E” — — E fem 


gr E ai Wit Lia, ET a 27 1 TA King St; 
PE qua: Lona on oo 





